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CHAPTER f: INTRODUCTION f 


In 1967, the world is protected by an agency known as 
UNITY—a covert organization that fights world terrorism. 
UNITY's agents are top of the line: able to infiltrate virtu- 
ally any enemy base or facility, assassinate terrorist lead- 
ers, and crack down on international wrongdoing. No 
job is too tough, no problem too big. 

But UMITY is stricthy a man's company: all of the field 
operatives are men, all of the top brass are men. The 
spy game is deemed too risky for women, who might 
crack under the pressure of having the safety of the 
world riding on their shoulders. 

Cate Archer is determined to change all of that. A 
reformed thief turned UNITY agent, Cate already had 
many of the skills needed to be a top-level spy. UNITY 
hired her and trained her, but has never given her a 
chance. Because of her superiors conviction that a 
woman's emotions rule in tense situa- 
tions, Cate has been relegated to sur- 
veillance assignments, and she chafes 
under UNITY's lack of confidence. 

But now things are changing. 
UNITY agents are being systern- 
atically assassinated around the 
world. UNITY is desperate for field 
operatives, and must use Cate ij | 
for a top-level mission. It's F En y 


the chance she has been 
waiting for. 


Chapter 1: Introduction 


How to Use This Book 


The following guide to No One Lives Forever indicates possible routes 

through 15 missions. Many missions offer several possible paths. 

The walkthroughs, in most cases, provide the quickest or most 

direct solution. This guide was written for one difficulty level. 

Remember that each level of difficulty presents different challenges. 
One of the joys of the game is listening in on the many conversa- 

tions between the enemies and civilians you encounter. At times in 


the walkthrough, it's suggested that you rush into a room with guns 


blazing when a stealthier approach might allow you to do more 
eavesdropping. 5o, while the walkthroughs present a suggested 
route, there are other possibilities. Also keep in mind that item 
locations are often random, so check the appendix at the back of 
the book for help locating certain iterns. The best way to find every 
item ís to thoroughty explore every area. 

In short, use this as a quideline that covers the high points of local 


‚interest and color. Maps in general cover the high points. It's up to 


you as a gamer to discover points of local interest and color. 
Have fun, and don't forget your zip cord. 
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CHAPTER 2: AGENTS, OPERATIVES, AND SPIES 
The Good Guys : 


Cate Archer 

Cate Archer is your alter ego in No One Lives Forever. She is 
fiercely independent and competent. although she isn't usually 
given credit for her skills. As UNITY's only fernale operative, Cate 
has had to work extra hard, which has made her sharper and 
more intuitive than mast UNITY field operatives. 

Cate's mother died from complications during childbirth. Cate 
had a privileged childhood, but her father, without the sobering 
influence of Cate's mother, quickly spent his fortune. When Cate 
was 14, her life changed dramatically. Her father, now destitute, 
killed himself. Cate's life of privilege ended, and she found herself in 
an orphanage. 

The experience left her angry. Cate soon turned to thievery as a way of life and became quite 
good at it. She stole only from the wealthy, and while she understood the consequences of her 
actions, a thief's life was fun and exciting. 

Her life changed again when she attempted to take a stranger’s wallet. The man nearly caught 
her. but Cate escaped with his watch. Lite did she know that her victim was Bruno Lawrie, a UNITY 
operative. His watch contained a tracking device that led him to her. Impressed with her skill, Bruno 
recruited her. After four hard years of training and surveillance jobs, Cate is one of the few who 
made the grade. 


Brune Lawrie 


Once the ultimate UNITY spy, Bruno Lawrie was on a fast train to 
destruction until he met Cate Archer. His life had become a 
maze of alcohol, women, and violence. Discovering Cate was a 
kind of redemption for Agent Lawrie; teaching Cate the tricks of 
the spy trade rejuvenated him. 

Bruno is Cate's mentor—perhaps even a father figure. 
Although he's aware of Cate's competence, he's very protec- 
tive of her, and will do anything to keep her from harm 
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Smith and Jones 
Smith and Jones are in charge of UNITY's operations. 
They oversee the organization and make assignments 
to field operatives. Both are former field agents them- 
selves, extensively experienced in all facets of the 
spy business. 

smith. more recently retired from the field, is an 
extremely proper gentleman who expects perfection 
from himself and his agents. Ine dour Smith sees any 
slipup as utter failure. He sees himself as the voice of rea- 


son, but is perhaps a bit too demanding and cynical. 


| 
| 


Jones, on the other hand, seems a little more flexible. While not willing to accept failure, he is 
more inclined to understand his agents’ problems. Jones is not willing to risk national security for his 
agents, but he always tries to give them the benefit of the doubt. 


Tom Goodman 


Tom Goodman is an American agent working for 

UNITY. He is the epitome of a spy-—daring, dashing. 
good-looking, and lethal. Goodman has had more 
than his share of incredible adventures and narrow 
escapes. Rather than make hin cautious, these expe- | 
rences have given him an aura of invulnerability, 

a large measure of brashness, and supreme confi- 
dence in himself. Cate works with Goodman in 

several missions. 


Br. Otto Schenker 


Dr. Otto Schenker is an East German scientist who wants 
to defect. He is a brilliant man, absorbed in his research 
yet aware of the consequences that his work on biologi- 
cal explosives could have on the world. He is more than 
willing to work with UNITY to keep his research from falling 
into the wrong hands. 
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The Bad Guys 
Bmitrij Velkev 


Perhaps one of the most Brilliant and devious minds in the 
world, Volkov has an interesting past. As a child in 
Kamchatka, Volkov was renowned as a chess prodigy and 
reviled for using an array of torture techniques on neighbors’ 
pets. Volkov has been credited with the execution of more 
than a thousand spies and Soviet dissidents. He is distinguish- 
able by his eye patch, worn since he lost an eye courtesy of 
UNITY agent Bruno Lawrie. His whereabouts are unknown, but 
recent reports put him in the employ of the criminal organiza- 
tion H.A.R.M. Volkov is fond of dramatic flourishes. When he kills, 
he always places a Regal Finale lihy near the body of victim. 


Inge Wagner 

Inge, who is rumored to be a distant relative of German 
composer Richard Wagner, was pushed into an opera 
career by her doting parents. Unfortunately for the girl, 
she was (and still is) completely tone-deaf. She is perhaps 
the most talentless diva in the world. Her lack of talent 
and inability; to make a living as a singer have turned her 
to a life of crime. [here is some evidence linking Fraulein 
Wagner to H.A.R.M. 


Magnus Armstrong 


This huge Scotsman has an interesting past. Though often in 
trouble as a boy for fighting. Armstrong was at least fair: He 
only fought with boys who seemed up to it, and was never 
regarded as a bully. He was, in general, well thought of. 
Eventualhy, he wound up in military school and served with 
distinction in the war. An explosives expert, Armstrong report- 
edly once demolished a rail line and a supply train with noth- 
ing more than a shovel and a hand grenade. He is currently 
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linked to H.A.R.M., which is uncharacteristic. Most of his arrests after the war have been for public 
brawls; his criminal activity has never been this serious. 


Baren Bumas 


Baron Archibald Dumas is the owner and president of 
Dumas Industrial Enterprises, which has been linked to 
H.A.R.M. The Baron views himself as a Renaissance 
man, but, in truth, he seems to be incapable of much 
of anything. By all accounts, he is a complete buffoon 
who had the good fortune to be born into money. 


e E LJ ® 
Baroness Felicity Bumas 
The Baroness. wife of Baron Archibald Dumas, 
is quite a bit more savvy and intelligent than her 
husband. Like Cate, she has a cloudy past filled with 
scandals. Her possible connections to H.A.R.M. are 


some suspicions surrounding her. 


primagames.com 


re re EAM RFATI NE. 


RIAS Prima’s Official Strategy Guide 


CHAPTER 3: WEAPGNS AND GADGETS 


Weapons 
Firearms 
Shepherd Arms P38 9mm Pistol 


The most serviceable of your weapons is the Shepherd 
Arms P38. This 9rnm pistol can be fitted with a silencer, 
making it perfect for covert work. If is also easy to con- 
ceal, which makes it ideal in situations where discretion is 
crucial to success. This highly reliable pistol was used 
extensively by covert operatives during the war. A 
magazine holds 10 shots, making it useful against 
multiple enemies. 


Petri .38 ke opha Revolver [ 
As easily concealed as the NOTE 
P3B, the Petri Airweight 
revolver holds five bullets. If 
cannot be fitted with a 
silencer, which makes it a little reis Arhars 
less useful in covert operations. 
signature 
However, its simple design and penn pon. 
light weight make it easy to 
transport and use. It also takes 
a variety of ammunition, mak- 
ing it one of the most versatile 
weapons in your arsenal. 


Ihe Petri 38 
Airwelght 
revolver is 
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Braun 9mm Parabellum 

Although favored by spies and outlaws worldwide, this 
antiquated pistol is not reliable in many situations. You 
often find it on the bodies of slain foes, however. It is fairly 
serviceable, but it has a loud bark. If holds a 10-round 
clip and reloads quickly, making it useful in situations 
where you need a lot of bullets in a short time. If uses the 
same ammunition as the Shepherd Arms P38. 


Hampten Carbine 

One of the few weapons truly suited for covert work, the 
Hampton Carbine packs a little less punch than a normal 
AS-caliber rifle. What it loses in power it makes up in 
stealth. This rifle is almost completely silent, emitting no 
more noise than a muffled cough. It can be fitted with a 
scope for additional accuracy. The Hampton Carbine 
holds a 10-round clip, but it is a bolt-action rifle, which 
means a long time between shots. Excellent for sniping, this 
is not a weapon to use in a firefight. 


Hampten MPL 9mm SMG 

Another Hampton model, this subrnachine qun is one of 
the most trusted weapons on the market. Deadly and 
efficient, this weapon will see you through tough situa- 
tions. It holds a 30-round clip,and can blast through 
even the toughest enemy in moments. It packs a lot of 
power in a small fame and uses the same ammunition 
as your mm pistols. A silencer has been developed 

for this weapon, which can be located during the course 
of the missions. 
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AK-47 Assault Rifle 
Few weapons can match the raw power of the Soviet- 
made AK-47, Like the Hampton SMG, this weapon holds 
a 30-round clip that can be fired in seconds. It is more 
powerful than the Hampton SMG, but uses specialized 
ammunition. Fortunately, this ammunition is relatively easy 
to come by. Many of your enemies will be carrying AK- 
A7s, which makes them dangerous but also allows you 
to put one of the best weapons available into your inven- 
tory. When you need a lot of carnage fast, there 's 
nothing better. 


Merris Model 14 Spear Gun 

Normally used with SCUBA equipment, this weapon is 
just as effective on land. In the hands of a marksman, it is 
a deadly instrument underwater, pinning opponents and 
killing them quickly. Its spears hit their target quickly, 
thanks to the weapon 's power. The main drawback of 
the spear gun is that it holds only one spear at a time, 
and takes a second to reload between shots. 


Sportsman EX Crossbow 


seemingly from a bygone age of warfare, this crossbow is 
actualhy a hightech piece of equipment. Able to fire a 
single bolt with enough power to kill virtually any target 
with a single hit, the crossbow is silent as well, making it 
extremely effective for missions where stealth is imperative. 
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Gorden 9mm SMC 
The Gordon $mm machinegun is favored by criminals 
and villains the world over. Noted for its side-mounted 
clip, this weapon is fairly reliable, although it does not 
offer the raw power of the AK-47 or the Hampton SMG. 
It features a 30-round clip and a quick reload tire, 
making it good in a firefight. 
1 
} 
j 
nn 
M79 Grenade Launcher 
Ihis weapon of American design has long been 
used by the U.S. military. It is a rugged and reli- 
Fable weapon, able to fire grenades a long dis- 
stance with incredible accuracy. It won't be a 


weapon you see too often, but you'll be happy 
"you have it when it's in your inventory. 


Geldmacher SVB Sniper Rifle 

This rifle, of East German manufacture, is among the 
deadliest in the world. incredibly powerful and accurate 
at even extreme ranges, the Geldmacher is truly a 
sniper’s weapon. It holds a 10-round clip, making it useful 
against several targets in rapid succession. Its only draw- 
back is its extrernely loud report. 


Laser Cun 
H.A.R.M. thugs carry this standard issue laser weapon in 
outer space. Capable of cutting right through armor 
and harming the person underneath directty, these 
weapons have a slow reload time, making them ineffec- 

“tf five in a firefight. It's a great weapon against a single, 

{| unprepared enemy. A kill scored with this weapon 

| vaporizes the victim. 
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Super Atomic Laser Weapon 


Here's a handy item. You will find this device while on 
the space station in Earth orbit. This is a high-powered 
weapon that eliminates its target. Wing enemies with this 
weapon and watch them disappear before your eyes. 


Bacalov Correcter 

This single-shot pistol, which comes with a scope 
attached, is an instrument of destruction. While it has a 
long reload time and must be reloaded after every shot, 
it packs an incredible punch. It fires explosive rounds that 
detonate on impact, taking out the target and anything 
in the vicinity. This is not a stealthy weapon, but ft certain- 
hy is effective. 


Bricfcasc 


This specially modified UNITY briefcase is capable both 

of holding important documents securely and of giving 
vou a little added offensive potential. It has been fitted 
with a missile launcher, allowing you to put some high- 
powered explosives where they are most needed. It 
comes in handy against vehicles or any time you need to 
blow away everything in the vicinity. The reload of this 
weapon is slow, and the missiles do not travel quickly, so it's 
not easy to use against distant or moving targets, 


Ammunitien 


Full Metal Jacket 

Your default bullet selection is FMJ rounds. These bullets have excellent penetrating power but 
do not cause as much damage as some bullets you can find. These are excellent against 
armored targets. 
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RPum-Bum Bullets 

Dum-dum bullets are the opposite of FMJ rounds. These bloom upon impact, dramaticalh increas- 
ing their stopping power over FMJ rounds. However, this reduces their ability to penetrate armor. 
Against unarmored foes, nothing works better. They can also cause bleeding wounds that drain 
additional health for a short period of time. 


Phesphereus Ammunitien 


Originally designed as tracer rounds, when phosphorous bul- 
lets strike their target, they burn_—and continue to burn. 
Almost any person struck with a phosphorous bullet will be 
killed by it. Depending on the location of the wound, that 
death may be slow, painful, and noisy. 


| Phosphorous bullets 
are excellent for 
eliminating a lot of 
enemies quickly: 
Usually when an 
enemy is struck 
by one of these 
B Dullefs, he or 
she Ss unable 
to fire or 
rstaliate in 
any way: 


Cyanidc-Tipped Rounds 


These nasty slugs do more than just wound anyone hit with 
them. The tips of these.rounds are coated with poison, which 
makes them doubly effective. Anyone hit with a cyanide- 
tipped slug not only sustains damage from the bullet, but 
takes additional damage from the poison, and.has to deal 
with the resulting hallucinations. 


_High-Explesive Rounds 
When you have to be sure that an enemy is knocked down and stays down, use these rounds. Far 
from subtle, HE rounds explode on impact, taking down all but the most heavily armofed enemy in 
“a single hit. If you don't care about sneaking around, these are an excellent way togo. 


Accessories 


Silencer 

Both the Braun 9 mm Parabellum and the Shepherd Arms P38 can be fitted with a silencer. When 
used, this device dramaticalhy reduces the weapons noise. In most cases; this allows you to fire at 
targets without drawing attention. 


Scope 

several weapons, including the Hampton Carbine, the Bacalov Cormector, the Sportsman EX crass- 
bow, and the Geldrmacher SVD have scopes available. Scopes increase your accuracy with the 
weapon, and allow for better long-range shooting. 
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Gadgets 
Offensive Items 


Lipstick Impact Bombs 

Disquised as an ordinary lipstick, this is a low-impact hand 
grenade that detonates on impact. Although these aren t 
much for subtlety once thrown, you can walk around with 
them in your hand without arousing any suspicion. Be care- 
ful of the blast radius. 


Lipstick Timed Explesives 


An innovation in lipstick explosives is a timer. This allows 
yau to throw the bomb and head for cover to avoid 
being caught in the blast. Because these bombs do not 
detonate on impact, you also can bounce them around 
corners or down staircases, taking out enemies quickly 
and efficiently before they even see you. 


Lipstick Proximity Explosives 


Like the other explosives you carry, these devices are 
disquised as ordinary lipsticks. The proximity explosive 
doesn't detonate until a target walks near its location. 
stepping near this device triggers it, ond causes a mas- 
sive explosion capable of killing off an individual. Keep 
track of where you throw them—you can set them off just 
as easily as a H.A.R.M. thug can. This device sticks to metal 
objects making them more useful. 
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Sleeping Cas 
The tech boys in Santa's Workshop have outfitted you 
with a perfume atomizer. It looks harmless, but it can be 
filled with a variety of useful gases. The first and most 
basic is a sleeping formula that knocks a target uncon- 
scious. Be careful, or you'll end up knocking yourself out 
as well. Naturally, this device is excellent when you can't 
“risk making noise killing someone. 


Stun Gas 

An innovation in gas technology, stun gas temporarihy 
blinds and disorients anyone in its area of effect. This 
allows you to sneak past without being noticed. Better, it 
doesn't leave uncanscious or dead bodies lying around 
to make others suspicious. 


Acid Gas 

Another gas innovation, this substance is actually a jel- 

lied liquid that contains a high amount of corrosive acid. 
_ When sprayed on a target, it causes a very painful and 

quick death. 
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Barrctte 
It looks like a normal barrette, albeit a rather large one, 
but this device has a couple of hidden surprises. In its 
normal mode of operation, it functions as a very 
advanced lockpick. Virtually any lock that uses a normal 
key can be opened with the barrette, although more 
complicated locks take more time. 

lts other mode of operation is as a weapon. The bar- 
rette can be fitted with a poison capsule that kills an 
enemy with just the slightest scratch. When you don't 
have another weapon or need to kill someone silently. 


this is an excellent choice. 


There's nothing special about this item, it's just a coin. 
However, in the right place at the right time, a coin can 
distract a guard, allowing you to sneak past. 


Body 

Remover 
Bodies lying around are some- 
thing of a nuisance. They 
attract attention and put 
guards on alert. When you Ik be ore Dior 
need to getridof acorpse, | with the “body 
this handy powder is the Ì socte” ont 

e option, vou 
way to go. Just sprinkle a WON NSS AR 
little bit on any dead tis- 
sue and the tissue dis- ortec 58 
solves without a trace. RK los wil ade 
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Spy Classes 

Your sunglasses appear to be nothing more than a fash- 
ion accessory, but the truth is that they are a highly 
sophisticated device. Your glasses work in three different 
modes of operation, all of which are invaluable during 
your missions. 

The first is as a camera, using an attachment complete 
with a zoom feature. You can snap pictures of evidence 
or important features, which can later be analyzed at 
UNITY headquarters. 

The second is as an infrared detector. Useful when work- 
ing in high-security areas with sophisticated 
alarm Sys- 
tems, the 
infrared 
mode shows 
vou where 
alarm beams 
and triggers 
are located. 

Ihe final use 
s as a mine 
detector. This 
mode of opera- Ee 
tion makes virtual all proximity fuse mines appear as if they were on top of the afs allowing 
you to avoid them easily. 


Cigarette Lighter/ Welder 
Your simple cigarette lighter has been modified with a 
welder attachment. Too low-powered to be of any use 
as a weapon, the welder is capable of burning through 
locks that cannot otherwise be picked. This device 
comes in handy in numerous situations. 

Your lighter can be used to start small fires as distrac- 
tions and to light cigarettes. 
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SCUBA Gear 

It may be necessary to work underwater for significant 
periods. At such times, SCUBA gear is essential. The mask 
limits your ability to see and cuts off your peripheral 
vision, but you won't need to worry about your air supply 
while under water. 


Belt Buckle/Zip Cerd 

A zip cord is the quickest way to get from place to 
place, and your belt buckle has been modified to 
include one. Aim it at your target and fire. If the zip cord 
hits an appropriate anchor it latches on and immediate- 
ly reels itself in, taking you with it. The type of hook you 
use in training with this device is the only type you can 
use with the zip cord. 


Rebetie Peedle 

Guard dogs are a constant problem. One of the best 
ways to get around them is with the robotic poodle. 
While its appearance won't fool anyone who gives it 
even a cursory glance, the robotic poodle comes with a 
supply of canine pheromones, which drive guard dogs 
wild, Wind it up, let it go, and watch the guard dogs lose 
interest in you entirely. 
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Code Breaker 
Numeric keypad locks 
are a real problem. 

They can't be picked 
with your barrette and 
they can't be burned 
through with the welder. 
Enter the code breaker. 
Attach this device to the 


Difficult numeric 
locks can take a 
long time to crack. 
Is a good idea 
to find a hiding 
place and wait 


its work. 
opens the lock. 


Camera Risabler 


There are few good ways around security cameras other 
than stealth. When you need extra help, the camera dis- 
abler is useful. Place this on a security camera that is 
within your reach and it will display a still picture, making 
it appear as if nothing is out of the ordinary. 


Body Armor 

If is almost impossible to completely avoid taking dam- 
age during a mission. Suits of body armor give you a little 
added protection. Until they wear out, these suits of 
armor effectively take all of the damage from enemy bul- 
lets. You will find these lying around occasionally; it always 
pays to pick them up. Body armor does not protect 
against all forms of damage. 
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CHAPT ER k: STRATEGIES 
Combat Strategies 


Much of your time playing No One Lives Forever will be spent sneaking around and trying not to be 
seen, but you'll have many opportunities to fight. Knowing how to fight is as important as knowing 
when to fight. These tips can help you get more from your ammunition—and help keep you alive. 


Aim High 


Where you hit your target matters 

in No One Lives Forever. Shooting 

an enemy in the head is generally 

fatal with a single bullet. Shooting 

someone in the hand or foot 

wounds but doesn't kill him or her. 

There are exceptions—some 

weapons are powerful enough to kill 

with a single hit to most parts of 

the body. 

As a general rule, when you have er ns 
tirne to aim, air for the head, Taking | 
out an enemy with a single bullet has several advan- 
tages. First, you prevent your target from crying out 
and alerting others. Second, you kill your enemy so 
quickly that he or she can't tur around and fire at 
you. Third, speed improves your efficiency. Fourth, it 
saves ammunition. 

All of these factors add up to a satisfying whole. By 
shooting for the head, you stay healthy, insure ample 
ammunition for future fights, avoid blowing your cover, 
and come out looking like a superior spy. 


Fig. 4-2. Head shots are especially 
effective with a silenced weapon. 
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r wild shooting burns through it quickly. 
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Aim Low 


The only problem with head shots is that they force you 
to aim for the smallest target on your enemies. In a fire- 
fight. shooting for the head often leaves you exposed to 
enemy fire. 

When your enemy is firing back, aim for the chest and 
stomach. These areas offer larger targets, and hitting them 
is an effective way to kill off an enemy. Usually, an enemy 
will drop after two or three hits to the torso. 

Torso shots are less efficient at killing, but in a fight 


they're more effective. More of your shots will hit home, and Fig. 4-3. gend fake 
you'll kill your enemies faster. When you are taking fire, this is eget masc ke Cone je À 2 
the most important goal. 

Burst Fire 


Picking up an enemy’'s AK-47 is a real boon. It pours out 
bullets and destroys your enemies. While it's hard to 
practice restraint with such a weapon, it is important. 
Amrmnunitian for found weapons is sometimes scarce, and 


Firing short bursts is the way to go. A quick salvo of four 
or five rounds from an AK-47 or Hampton SMG kills some- 
one just as effectively as 10 rounds. But firing smaller bursts 
allows you to conserve ammunition for later use and 
improves your efficiency. 

You can also use this technique with your pistols. Firing and sfilt kill bad guys. 
off two or three quick rounds helps guarantee a kill and isn't 
wasteful of ammo, particularly if you are shoot- 
ing for the chest. 


Reload 


There are few things worse in No One Lives 
Forever than coming around a corner to 
face a group of thugs and finding you have 
only three bullets in your current magazine. 
While you are reloading, your enemies are 
whittling away at your health. 

The solution is to reload at every opportuni- 


fy. You've got 20 bullets left : rH t Fig. 4-5. This is a bad 
fy. You've go ullets left in your Hampton jeden 
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SMG magazine. Wouldn't 30 be better? If there aren't 
any enemies around, reload. It's in your best interest to 
enter any conflict as prepared and powerful as possible. 
Keep your weapons fully loaded at all times and reload 
after every combat before moving on. 


Stealth Strategies 


stealth can be more important than combat. If you can 
be sneaky. you don't have to worry about your trigger 
skills. Sneaking allows you to avoid combat, keeps you 
under cover, and prevents you from being overwhelmed 
with enemies. 


Crouching 

It's easy to forget the value of crouching. You don't 
move quite as quickhy while crouched, but it's a great 
way to move without being seen. If there's a counter, 
wall, or crates to hide behind, crouching allows you to 
keep moving toward your goal without being detected. 


Walk. Bent Run 


Walking is slower than running, but is also much quieter. 
Running over a metal floor makes enough racket to alert 
guards some distance away. Walking is relatively 

silent. When you need 

to be stealthy, walking is 

almost always a better 

choice. It may leave 

you out in the open 

longer than running 

does, but it also greathy 

reduces the chances of 

a guard turning around 

and spotting you. 


| Fig. 4-8. BAREES hats reduce 


: range before combat starts. 
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For true stealth, 
walk while 
crouched. This 
k ís almost 
KR completely | 
silent. 
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Use Silent 
Weapens 


You won't always have a 
silent weapon at your dis- 
posal. When you do, 
take advantage of it. 
Scoring silent, unde- 
tected kills gives you a 
tremendous advantage. 
Even if you are eventually 


| 


Beheer 


Yau can ako inca- 
‚_pacitate someone 
with either the 
sleep or stun 
gas, then kill 
them silentiy 
with another 


* 


_£ 


1 
wel 
4 


| £ k 
ek 


spotted, you'll have greatly R weapon. 
reduced the forces 
Ss omrayed against you. \ 


Silent weapons include 
| the Shepherd Arms $mm with silencer the Hampton Carbine with silencer, the Morris Model 14 
j spear qun, the Sportsman EX crossbaow, the acid gas, and the barrette poison capsule. Use these 


"when the opportunity presents itself. 


7 N 
Be Observant 

That's part of a spy’s job, after all. You're paid to find things that are well hidden, so use your eyes 
_ and ears. Look around you for intelligence iterns, doors that might lead to new places, and con- 
cealed cameras that could blow your cover. Listen for the footsteps of guards, the opening and 
closing of doors, and the movement of cameras. By paying attention, you can save yourself a lot 
of headaches. 
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CHAPTER 5: MISSION {— 
JLISFERTUNE iN MIOROCCG 


. | _ a 
The Briefing: The 
Assignment 
UNITY's agents have been badky compromised. In the 
past week, half of UNITY's undercover operatives have 
been liquidated. There may be a mole in the organiza- 
tion, leaking information. 

As Cate Archer. UNITY's only female operative, you 
haven't been informed of this situation. You express your 
frustrations to your mentor, Bruno, over dinner. UNITY doesn't 
fulhy trust you yet. partly because of your criminal past and 
partly because you aren't just their only female operative, 
you're their first fernale operative, r des 

But maybe things are changing. You've been called in to The briefing through 
meet with the bosses, Smith and Jones. Perhaps they will have SAN de did 7 4 
an assignment—one more challenging than eavesdropping. 

You appear in UNITY's headquarters, looking for the 
briefing room. The receptionist at the front desk tells you 
that Smith and Jones are waiting for you there. Head 
through the door on the left. 

In the hallway, follow the path to the left until you reach 
the briefing room. 

In the briefing room, Smith and Jones inform you and 
Bruno of the recent killings, as well as their fears that the 
division 's secrecy has been compromised. Each of the vic- 
tirns has been found with a Regal Finale, a type of lily, near 
his corpse. It's the signature of Volkov long on the wrong 
side of international terrorism, and who lost an L_ Fig. 5-3. Smith and Jones wait in he 
eye thanks to Bruno. He's reportedly working for an organiza- briefing room. 
tion called H.A.R.M—an acronym that remains a mystery. 

UNIT has lost more than half the active undercover agents in the field. They're desperate, so 
you are given your first real assignment: You are heading to Morocco to protect the American 
ambassador from assassination. 
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Fig. 5-1. One of UNiTY's agenis; lace 
to face with an assassin. 


Chapter 5: Mission 1-—-Misfortune in Morocco 

Before vou ne 
head off to | d re 
Morocco, | 
refresh your 
training. Leave 
the briefing 
room and head 
back to the 
main hallway. Go 
left down the 


de Fig. 5-5. Smith doesn't want to 
ramp and pass organization's full name. but he has no choice. 


the rotating UNITY 
emblem in 
the pool. Walk 
into the ele- 
vator, which 
takes you 

" down to the 
lower area of 

5 UNITY head- 

_ quarters. 

s When the 

"elevator opens 


é Mia’ f = 

Behind de ed heerde Aaigem sen | | 

° instructs Cate to complete her frain- Fig. 5-7. Any intelligence items Cate 

tells you that you ing courses. finds help her mission rating. 
can skip training if 
you like. However, you should go through the training— you'll leam some important 
nuances of the way missions work here. Head through the doors into the main hallway. 
Walk straight ahead all the way to the end of the hall and enter the Basic Field Tactics course. Here 
you learn how to interact with civilians and skip cinematic sequences. When you are done, head 
back to the main hallway. Go left, and walk back toward where you first entered the training area. 
Take a right near the door you entered and take the first left into the Advanced Field Tactics area. 
s Here you leam about different aspects of the missions. You find out about the importance of 
s ammunition boxes, body armor, and intelligence items, as well as how to arm and disarrm explosives. 
Tr When you are done, head through the door and grab the blueprint on the table in front of you. Keep 
b going to the next door and pass through it. 
| 


In the next course, you leam about moving silenthy and moving without being spotted by enemies. 
" Sneak past all three of the technicians to proceed to the next area. When you leave, get the enve- 
s lope from the table before moving into the darkened room. 
You have to use your flashlight to find your way out of the dark area. Turn on your flashlight (the 
default is (LD and walk through this simple maze to the door on the far end. This will put you back in 
the hallway. 
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Walk straight ahead - Kn door on the far left and go 
in. Check out three of your weapons here, and test them 
all on the firing range. 

When you are done, leave through the door opposite 
the one you entered. You learn more about your firearms 
here, including how to use your crosshair, how to fire 
through certain materials, and how to avoid shooting civil- 
ans. You will also leam how to holster and draw weapons 5 amo 
quickly. When you are done, head out the door and back to | Hear a Ik 
the main hallway. Go left to find Santa's Workshop. ba east than other on Carne so 

Here you learn about your barrette lockpick. Use it on the is deadly in the right hands. 
two padlocks and get the two intelligence items in the area 
beyond. You also learn about the barrette'’s use as a weapon in this area. You also discover how to 
throw coins to distract guards and find out about the body removal powder designed especially 
for you. 

When you are all done, leave the facility via the exit. IFs on to Moroccaol 


Scene 1 
Ambassador Munroe is being threatened by H.A.R.M. Worse, he's nearly Blind and almost deaf—he 
doesn ft even know he's in trouble. You begin in a hotel room overlooking the area where Munroe is 
walking. You rust protect him from assassination without being spotted. 

You can have Bruno call the shots or do it yourself. The number of enemies depends on whether 
Bruno calls the shots, you find them for yourself, or Cate says, “| hope there's enough.” This also affects 
how many letters are in the mailbox later (one or two). You shouldn't have much trouble spotting the 
enemies, so handle this on your own. Enemies will come from seven places: the nearest balcony on 
the left, the far balcony on the left, the 
door on that . 
balcony, the 
high roof to 
the left, either 
the left or 
right of the 
central tower, 
and the high 
roof at the far 
right. You can 
hit all of these a man 
lacations fron 
ape pat Fig. 5-9. Munroe appears from the left 

and walks across the rooftop fo the 


Fig. 5-10. Cate drops another assas- 


door on the right. sin with a well-placed shot. 
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Munroe will walk from the left side of the roof area to 
sthe right. Before he goes through the door there, he'll be 
attacked three ties. Be alert. After he goes in, you'll 
have a few seconds to reload. Turn around and grab the 
case on the table. It's filled with ammunition. Return to the 
window and wait for Munroe to reappear. 

When he does, he drops a dime and spends some time 
looking for it. He is attacked again. You should be able to 
bag another half-dozen enemies. 

As Munroe heads for the stairs, run to the table and grab AN Pe 
ihe documents there. You'll find many such items on your en __ 
missions. Take them to improve your score. Take the case Fig. 5-11. While Munroe heads for the 
and reload your carbine; you probably have only one envelope off the table. 
bullet left. 

Munroe reappears at the hotel's front door. Enemies 
come from five locations: down the street from the left or 
Bright. from the left or right of the building you are in, or 
sfrom the hotel's front door. Munroe wanders off to the left, 
fhen walks back and drops his dime again. You'll need to 
kill off nine or ten more of the enemy before Munroe walks 
eaway and you move to another part of the hotel. 

Head down the hallway to the right and open the door 
Fe at the end. Before you descend the stairs, get the letter off 
P fhe balcony railing. 

FE Then head down and get the film canister next to the 
P soda machine. Leave through the nearest door and go right 
| to room 12. Reload the carbine and go in. 
FE You'll have a few seconds to act. Get the ammunition case 
Ee and grab the documents from under the dresser. Open the 
e right shutters and stand there. You'll need to use both 
"windows here. Enemies will come from six locations: from 
"the left around the buildings. fom any of the three 
Pr second-story windows across the street, from the right 
(stopping in front of the car), and from the alley to the 
| fight of the buildings. 
Move back and forth between the windows. Enemies 
| appear every few seconds—slowly at first. A single enemy 
appears before Munroe enters the shop. When he leaves 
P (and drops his dirne again), enemy assassins appear regu- 
 larly until you've nailed another 10 or so. As soon as Munroe | 
heads for the car, switch to your Shepherd &$mm. There's a lit- Lb pn 5-13. The next part of Cate's 
' fle more wetwork to do before this part of the mission is over. assignment takes place in room 12. 
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Bruno tells you that you ve been spotted. Six thugs are 
headed your way. You'll have to fight them off before 
meeting Bruno at the hotel. Tur around and face the door. 
Crouch behind the overturmed table for a little 

extra protection. 

Four thugs approach the room and start shooting. You 
can fire through the walls, but that will affect your aim. After 
a few seconds, two will open the door and charge. Drill 
ihem, then work on the other three. Pop out of cover to take 
a few shots, then duck back. Keep shooting until the four 
goons are dead. 

Grab their 
weapons and 
head down 
the hall to the 
courtyard area 
where you 
found the film. 
The other two 
goons are & 
here—one ee “a 
upstairs, two on Fig. 5-15. Munroe is safe, but Cate _ me | S 
the ground. Pick isn't out of trouble. Fig. 5-16. The table gives Cate 
them off as they extra protection. 
pop out 
of cover. 

With all six 
of the thugs 
dead, you can 
leave. If you 
did a good job 
initialty, Bruno 
will have left 
you additional 
intelligence in 


the mailboxes by Fig. 5-17. Three enemies 


fig. 5-14. Munroe seems more con- 
cerned about his dime than his life. 


the door stand between Cate and the Fig. 5-18. Depending on her response — 
Remember, this is end of this scene. plet ged ded of fhis mission, 
affected by your Neri off hunt nad bi 


earlier decision concerning the number of enemies. 


Get it and leave through the blue door. 
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é womy about it. Drop him with a quick bullet to the back of 
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Scene 2 
Volkov now knows you exist, which could pose problems. 
With the goons at the hotel dispatched, you've got to 
meet Bruno at the Grand Caravan Hotel. Unfortunately, 
Volkov has placed his thugs in your way. You must sneak 
past or eliminate them while avoiding civilian casualties. 
The scene opens with one of Volkov's goons arguing 
with a native about a monkey. There's no good way to dis- 
patch the H.A.R.M. goon without alerting everyone, so don't 


his head and shoot the lock off the gate with your next shot. goon haggles over a monkey. 

Now things get hairy. There's a guard 
here already, and more will come out the 
door at the far end of the courtyard. Fight 
your way through, picking up their weapons 
you advance. 

After you reach the door, move in careful- 
ly and look left. This is where the goons will 
come from if there are more. Move slowly 
around the bottom floor of the hotel. Take the 
first right corridor and check all the rooms for 
intelligence items. After you pass room 103, put 
away your pistol and walk into the courtyard, 

There's a tourist couple here. If you talk to 
Îhem, they argue about the man's flirtatious- 
ness. You can ignore this. While they are fighting, 
take out your barette and pick the door lock. An intelli 
gence item lies behind it. 

Go through the courtyard and return to the hotel 
entrance. Go past it. This time, take the left corridor, which 
leads past a few soda machines to the stairs. Don't rush 
up the stairs. Wait on the landing and listen to an enter- 
taining conversation between two of Volkov's men. Arm 
the pistol and take them out. 

Enter the corridor, and check the small area to the right. 
Look in bofh rooms and open the double doors, which lead | rs 
to the balcony. There is a secret intelligence item here. To Brio f 2 je 

Fig. 5-21. With her pistol hidden, Cate 
won't frighten vacationers while she 
picks the lock on the left. 
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del it, jump 

on the out- 

side edge of 

the balcony. 

crawl on the 

edge to the 

closest window, 

open the shut- 

ters, and jump 

in. The suitcase is 

on the dresser. | nn Mieua0 
Go across the MG EWG died or ee zon 
balcony to the of the stairs. 

other door and 

back into the hallway. If you didn't find body armor on 
the first floor, check the room here to find it, then go down 
the hall to room 204. 

This is a suite. Head through, looking for additional intelli- 
gence items, and open the door at the far end. You 
should have the drop on a guard in the hall beyond. Take 
hirn out. 

Continue down the hallway to the open-air bar. There's 
another intelligence item on the bar here. Get it and move 
carefully up the ramp to the pool area. There will be quards 
around the pool, including one with a rifle in either the right 
or left distant tower. Take out the-guards on the ground 
with your pistol, then switch to the carbine to take out the 
tower guard. 

Beyond the pool is the Grand Caravan Hotel. Move in 
carefully and listen to the conversation at the front desk 
One of Volkov's men is making travel arrangements. Shoot 
him, get the documents off the counter and move into 
the hotel. 

You can investigate a restaurant area to your right, but 
you re better off following the hallway around the commer. 
(A document case ls around the back of the restaurant) 
Listen to two guards here (one needs to use the bathroom), 


5 


Ro. 6-23, Body annae abies 


good thing to find. 


 Volkov's men to your presence. You've been set up! You 
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then slide out and kill both quickty and quietty. Grab the En 
documents from the ice machine to your night. Fn 

More thugs loiter in the area by the elevators. Take 
ihem out and move in cautiously. 

Get the intelligence items here and head through the 
area into the wide hallway. Put away your weapon and 
talk to the woman in the pink dress on the right. She tells 
you that a pair of goons lurks in the hallway around the cor- 
ner. Talk to her again, and she will distract the goons for you. 
You can turn left down the hall or turn around, follow the hall 


to the right, and exit to the rooftop, where another intelli Fig. 5-26. Guards on he balcony dag 
waits. Th | front _Droo them both dum-dum bullefs—dangerous but 
gence item waits. Ihe goons confront you. Drop them pr can oet nk 


and continue to the next elevator. Watch out for two more een den. 
guards in the hallway before the elevators. 

Go straight through and straight down the hall, avoid- 
ing the turn to the left. Grab the armor just inside the left 
hall. Proceed downstairs. Down the stairs, Bruno waits. 

You and Bruno decide that someone must have tipped 


must get to your ship or be stranded in Morocco. 
Just when you thought it couldn't get worse, Volkov 
appears in the balcony. Swearing revenge against Bruno, 


Volkov lifts his rifle and shoots your mentor in cold blood, ke, 
right in front of you! Now you have to get out of Morocco | ER Oa 
without Bruno's help. rr EP 
5-27. More thugs lurk outside the 
Before this scene continues, a short movie plays. Volkov gt bn rooms. There is a girl at 
tells his guards to kill you and be sure there are no witnesses. the left of fhis screenshot. Activate 
He wants them to massacre everyone in the hotel and then her three times, and she distracts 


armor if needed. Bruno waits down 
Îhe stairs af the end of the hall. 
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blow up the 

building. You 

must protect 

the civilians 

and disable 

the bornbs. 

The number 

of bombs and 

number of | ze oan: Wid nt belt mn veoisebe. verie ol anne 
den Fig. 5-30. Bruno tells Cate more 


random: Also danger lies ahead. 
be sure not to 


shoot the bombs. 

The task isn't that hard, but it takes concentration and a 
steady hand. Move back through the hotel and locate 
Volkov's men. There are two groups. The first holds civilian 
hostages and is preparing to kill them. Shoot the goon 
aiming at the civilian first, then his partner, who is aiming 
at you. You may take some damage. 

[he other group busilhy plants bombs around the hotel. 
Gun them down, then deactivate the bombs. 

Keep moving, covering your tracks, back through the 
courtyard area and, if necessary, into the first hotel. This 
scene ends automaticalhy when you have killed off the last 
goon and deactivated all bombs. 


Fig. 5-33. eere vn 


Fig. 5-32. Volkov orders his men to 
destroy the hotel. 


Fig. 5-34. Another of Volkov's men 


gets his Just desserts. 
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Scene 3 
| You are stranded in Morocco and Bruno is dead. Getting 
home safely means getting out of the city in one piece. 
You will have to fight your way out through Volkov's men. 
The scene opens with you under attack by a trio of 
Volkov’s fez-wearing goons. You should be able to hit the 
one at the far left easily. The others will charge; you'll have 
better luck taking them out if you slide to the left and 
attack. When the goons are dead go through the door at 
the far end. 
Move down the stairs to the right and follow them into the 
courtyard. Look high and to the left—a pair of Volkov's 
thugs will appear on the roof there. After you have killed 
them, step out of the doorway into the courtyard. 
To the right is the quickest way through this level, but you’ 
find more intelligence items if you go straight. Put away 
5 your gun and talk to the man leaning against the building 
_ near the comer. 
When you're ready, arn yourself and tum the comer. 
s Three goons appear. and two more emerge from the left- 
s hand alley when they hear you. Kill all five and move up the 
5 romp. Pass up the door to the right and head straight. up a 
series of ramps. 


| 


nl == 
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Ân intelligence item rests on the balcony to the right 
at the top of the ramps. Once you have it, head into the 
building and walk around. You'll find a few more items 
before the hallway ends—an envelope by the phone and 
another one under the bench. 

Step onto the small balcony and drop onto the narrow 
ledge. Walk to the end and jump onto the small overhang- 
ing bridge here. Two goons fired at you earlier from this roof; 
pick up their weapons. You'll 
also find body armor and 
more intelligence items. 

When you are done, 
head back down the 
ramps to the door you : Save yourself some 

| footwork by jumping 

off this balconw Get to 

door. Follow the hall- En the door you 
way until you hear bypassed earlier by 
people talking K&K running past the 
about the monkey you man near the 
encountered earlier. | B building. then 
A goon at the top of up the ramp. 
the stairs to your left \ turning left 
shouldn't be aware of at the top 
you, so take him out f 
with a head shot. | Se 
Carefully slide right and nail 
the goon waiting on the ramp in the distance. 

Head up this ramp and the stairs at the end. Talk to 
the man here if you wish, but it's not necessary. Go 
through the arch to your right and follow the corridor to 
its end. 

Turn right and move carefulhy down this next alle, 
There are three thugs at the Bottom of the ramp and 
one more on the balcony. Plug them all, then continue 
through the doorway. 
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Fig. 5-40. Cate takes out a goon near 
the monkey, which is still for sale. 


Fig. 5-41. he bötläm of Me tamp 
swarms wifh Volkov's men. 


Chapter 5: Mission 1—-Misfortune in Morocco 


This door- 
swery leads fo 
ranarmrow cor- 
ridor that 
ends in an 
open area 
| with three 

more thugs, 
One of whom 
turns over a 
| table as protec- (ms Je ms nd 
tion. Kill all three Fig. 5-42. Three more goons wait in Fig. 5-43. The thug in the storage area 
fhe room beyond. pops out at an inopportune 


and move 
moment—for 
fhrough the area him. 


into the comidor beyond. Turn left at the end and open the 

Blue doors at the end of the halfway. 

tj _There are two goons in the room and a third in the storage area to the right. Kil them all and get 
he two intelligence items in this area—and more body armor if you need it. When you are ready, go 
ihrough the broken door. 

This will lead to a hallway with a balcony to the left. Nail the guard here and move onto the bal- 
„eony. it overlooks the final area of the scene. You can get a few of the goons before they realize you 
„are in the area. Take out the one on the distant balcony to the right, then kill whoever you see on 
“the ground. 

5 Anyone you miss will go through the archway to the right and head up the stairs toward you. You 
scan wait on the balcony and take them out as they appear. Then leave and go left,down the stairs. 
Kal any remaining thugs and walk into the final area. 

You can leave now by walking across the broken bridge. But if you take the stairs down, you'll pick 

up a few extra items. Get the body armor then jump into the water. 

Swim to the end of the 
“watery area 
out onto the 
smal ledge to 
the right. 
There's anoth- 

er UNITY case 
pore. a final 


| 
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item, and 
dum-dum 
rounds. 

Get them 

all jump 
back into the 
water and 
swim back. 

Now you 
can leave. Go 
tothebridge |! | 
and start across. make it worth Cafe's trouble 
You'll get a fo go swimming. 
chance to interro- 
gate a thug who has been injured; unfortunately, he 
doesn't know anything about Volkov's whereabouts, but 
torturing the thug gives you an intelligence item. 

Before the next scene, a short cinematic plays of 
Munroe's car taking him to the airport. His poor hearing 
makes him misunderstand everything the driver says, and 
he exits the car in a fury. Unfortunately, the next car to drive 
by is Volkov's; the criminal mastermind puts an end to the 


ambassador’s career with a wellplaced bullet. for nothing. Munroe doesn't get of 


Scene 4 al 


Now it's time to reach the coast. Before you is a landscape filled 
with the remnants of Volkov's Moroccan troops. They've ko” 
got extra incentive to keep you in town—Volkov tells the 
men that if you escape, he will personally kill anyone that 
you leave alive. 

You start in a large open area. In the distance, one 
goon stands next to the car at the left and the second 
paces nearby. Move up cautioushy and take aim at the 
guard in the tent. Drop him, and the pacing guard will 
attack. After he is down, fire 
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Fig. 5-49. A liffle added incentive for 
ihe men can't hurt—anyone but 
Cate, that is. 


Chapter 5: Mission 1—Misfortune in Morocco 


at the car, not the third guard. If you hit the gas tank, a 
massive explosion will kill the third goon. Head off down 

“the road. 

|" Keep running until you find the first set of ruins. A bunch 
Bf goons lurks here. Sneak in quietly and pick them off one 
By one. Use head shots to kill ther quickhy before they 
make a sound. If you reduce the numbers by three or four. 
you |l handle the firefight better. Strategic sniping makes it 
possible to get through undetected. Get the UNITY case 
kom the first tent and the body armor from the ruins near 

She second tent. Blow up the car that drives down the 
woad toward you. When you are done, head down the 


his is a mine- 
sfield, but sorne- 
while appears 
sto be at the far 


mend. Follow the _—_ 
fence and go Fig. 5-51. Stealth pays off. Cate 
fhrough a smal sneaks in and carefully dispatches 
_gop in the left 
side. Hug the cliff wall 
around the area until you are behind the van, then walk 
“forward and get the intelligence item and the UNITY 
case, which contains durn-dur ammo for your 9mm. Also 
t the fire extinguisher, which is for Phosphorus rounds 
jefense. Leave the same way and continue down 
fhe road. 

You will find another small set of ruins in front of a large 
house. Climb onto the ruins and drop down the hole into 


and move in carefully. Pick off the two guards who appear 


here. When it's safe, climb out of the water and head up the 


i stairs, 


k 
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Ihe water. Swim forward and watch out for the guards, who 
are armed with Hampton SMGs. Arn yourself with the mmm 


Fig. 5-50. A well-placed shot to the 


gas tank causes lovely fireworks. 


© 


ra RATIEN 


eliminating 
anyone 
you see. 
Follow the 
ramps and 
stairs to the 
top. Kill off the 
two goons at 
the top of the 
stairs and f 
move into this |M M AL Fig. 5-55. Careful shooting 
area. Grab Lt nù Pad venues: Porknasoty allows Cate to kill goons 
their weapons Îhere's a secret way in. with a single bullet. 
and the intelli 
gence item and continue up the stairs. When you spot the two bottles in the corner at the top of the 
stairs, you've climbed as far as you can for now. 
Mave forward cautiousty. Look to the left to nail the guard walking his rounds, then get the quard 
at the bottom of the stairs ahead of you. If you move forward slightly to the corner, you can hear a 
couple of guards to your right talking about the ship waiting for you in the harbor. Lean out and kill 
them when they finish talking. 
Cross the wooden bridge where 
the goons were talking and follow 
this corridor down the stairs and NOTE 
onto the balcony: 
If vau make a lot af 
noise killing the 
guards in the open 
area an the stair- 


case, another 

goon will come 

fram behind you, 
fhrough the door you 
opened for the 
intelligence item. 


Evervone in fhis house 
san enemw Don't 
warmy about 
accidentally 
picking aff civil- 

ians; there 
aren f any 
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Kill the guard at the bottom of the stairs. With luck, he's 
not aware of your presence, and you can get him with a 
guick head shot. Go down the stairs. Take the corridor to 
he right. and when it opens, take a hard left down the 
namrow hallway. At the end, a few more guards chat. Shoot 
hem both and continue. (lf you wait for a moment, the 
lead guard will shoot the other one for leaving his watch.) 

You emerge into a large area filled with distant guards. 
Move quiethy to the nearest door and pick the lock with 
your barrette. Behind it, another UNITY case provides more 
gmmunition. Head back the way you came, taking the intel- 
kgence iter from the area where 
you killed the two guards. 

Go all the way back to 
she stairs and balcony and 
dake the open doorway on 
he left. A goon lurks to the 
immediate left as you 
enter this room, a few 
more in the room 

avond. Take them all 
and follow the 
to the balcony. As you 
leave, you hear Volkov 
lälling everyone you missed. 
Volkov vows that you will 
meet again—and given 
his apparent plans to 
destroy UNITY, 
fhat meeting 
will likely 
come soon. 


Go down the steep 
staircase to the 
left to retrieve 
another intelli 

| gence item. 


Fig. 5-57. Down fhe stairs and fo the 
right leads to the exit. The area 
where the guard is holds a few more 


| 


Ed 


Fig. 5-58. Two more guards for Cate =_Fig. 5-59 A few more guards stand 
to get rid of. between Cate and her ship. 
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CHAPTER de ‚ MISSION 2-BERLIN BY NiGHT 
The Briefing: Requiem for a Spy 


The mission in Morocco was a disaster. Not only was 
Ambassador Munroe killed, but so was Bruno. That 
you've survived doesn't mean much_—only that you've 
managed to get back for a good chewing-out from 
smith and Jones. They also have circumstantial evi- 
dence that Bruno was the. traitor in UNITY, and that 
Volkov killed him to keep him quiet. 

Nevertheless, they have a new assignment for you. 
You're to head to East Germany to help a prominent 
doctor named Otto Schenker defect. It's a complicated 
assignment. You not only need to get the doctor out of 
East Berlin, but you'll alsoneed to create a diversion to 
throw off pursters. And you will be on your own. | 

You reappear in Santa's Workshop where there are a few new toys. The first is a spy camera dis- 
guised as a pair of sunglasses. Use them to photograph the ledger on the table, then move to the | 
next room. Here you discover a cigarette lighter, which can be used for starting fires. Light a fire in 
the wastebasket to move on. | 

In the next area, you learn about lipstick impact bombs. Essentially, these are hand grenades 
that have been disquised to look like harmless tubes of lipstick. Toss a few at the target before 


| NOTE 


All Smith and 
Janes conver- 
sations fake 


place in the 
room that “the 
assignment” 
was in, 
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Chapter 6: Mission 2—Berlin by Night 


After train- 
ing, proceed 
to the obsta- 
cle course. 
Here you 
learn about 
searchlights 
and securihy 
cameras. Go 
through the 
course to the NE OE 
far side, avoid- Fig. 6-3. Cate fries out her 
ing the light and latest gadget. 
camera. Once 
done, you proceed to 
the mission. 


Scene 1 

You begin outside the STASI facility and must meet your 
four contacts in the correct order. Move up the street 
until you spot the man wearing the trench coat. Speak to 
him, and he tells you that the entrance you are looking for 
is hidden. When you are done talking, you hear 

a phone ring. 

Go to the phone booth and answer. It's your second 
contact. who tells you to look in the basement. Grab the - 
envelope here, then head back toward where you met Cate's first contact. 
your first contact. Enter the apartment building—there's 
a woman standing outside—and press the 
buzzer for room 205. 

After the conversation, enter the elevator and 
take it up to the second floor, walk to room 205 
and knock. A man will slip you an envelope that 
reads “of the library.” To find your final contact, 
take the elevator down and return to the street. 

Walk across the street from the hotel and enter 
the alley doorway. A staircase takes you to a small 
bar. Your final contact is sitting at the first table on 
the back wall. He Il say, “behind the shelf.” You now 
have to get inside the STASI facility by bribing 
the guard 


primagames.com 


re RATE En 


gj JN „ys Prima’s Official Strategy Guide 


= 
We Ee, 
| 


Leave the 
bar now and 
go to the 
STASI 
entrance. 

Watch the 

camera. When 

it pans away, 

run to the 

door, open it, A: A Lt 

and duck ee Ssi ; eg Fig. 6-8. Cate waits until he 

inside. Talk to 4 ' camera looks away to dash in and 
the guard. He Ne rv fg bribe fhe guard. 

opens the gate for 

you. Before you leave, grab the envelope off the back shelf. 

Duck inside and run to the right—this area is safe from cameras. Take a few moments to get vourk 
bearings. wo guards talk around the corner. Move along the left wall, mindful of the camera, and | | 
stop in the comer opposite the guards and camera. Kill both guards quickhy with bullets to 
the head. Duck behind the truck for cover. 

Wait until the camera pans away. When it does, run out and get the guns the quards dropped. 
Stay close to the wall and move forward, keeping your eyes on the two cameras ahead. Get to the 
location below the camera on the left-hand post. When the cameras are pointed away, make a 
run tor it, and stand behind the post. 


EET OT 


Use your barette on the grate padlock. If will take 
several attempts. Be patient. The cameras can't see you 
and you are in no danger. When the lock pops off, open 
ihe grate and take the ladder down to the sewer. There 
B a padlocked gate in the way. 

At the bottom, run to the next ladder and climb up. 
Exit the sewer and move toward a small guardhouse. Stay 
in a crouch, and open the door. There's a camera in the 
gate house. The guard must be lured out with a coin and 
fhen killed to avoid setting off the alarm. You can get den a U | EL 
some body armor here and another AK-47. Flip the switch Lg Fig. 6-11. Cate's hieving skills 
to open the gate into the main compound. When you are come in handy. 
done, go back through the sewer to the 
front area. 


| TTE 
Once out | BA ere U 
of the sewer. BEA Zi | 


head toward 
the main 
compound, 
again mindful 
of cameras. 

‚ Move directty 
' beneath them 
to stay out of 
iheir view. Às guardhouse opens the gate info 
you round the closer fo gefting inside. the main compound. 

commer, kill 


the guard 
manning the 
searchlight 
and crawl in. 
get tricky. Kil 
the two 

guards in the 
warehouse. Pull 
the switch with- 


out kiling the __L Gig. 6-14. To gef past this guard, Cate 


4 _Cate's been efficient: 
guard in the takes him out with a single bullet. dh oi ive nn. pe 


booth. Kill the 
other tower guard. Walk around to the gate. Pull the power switch. Kill the 


guard behind the crate. Kill the guard on the right. Kill the patrolling guard. Kill the e 


booth guard. 
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When the 
two patrolling 
guards turn 
away, UN 
beneath the 
second guard 
tower and wait 
in the shadows. 
When both 
guards turn 


away again, | One more 
mr _ hanen : .ó-17. guard 
lean out and kill | Fig. 6-16. Cate must be careful. If Be leon 


the guard on she kills a guard while the other is | 

the loading dock. watching, she'Il be discovered. maa deo 

Then duck back 

into the shadows. The last two guards take more care. Wait until they are facing away from each 
other and kill them one at a time. Collect their weapons. Before you continue, look ahead and 
take out the guard in the third tower. Run beneath this tower. 

lake aim at the guard in the fourth tower and drop him. Move in and take aim at the guard 
standing near the door. Drop him with a single shot and move under the watchtower. Take out the 
guard inside the building with one more shot. Now switch to the AK-47. 

Open the door and goin. The camera spots you. There's no way to avoid it; shooting the cam- 
era would still calkattention to you. Move forward to the daor at right and go left down the corri- 
dor. Three guards come through this door; a quick burst of your AK-47 takes them out. Turn around 
and open the door behind you. 

Get the armor In this raom and deactivate the flashing red light to turn off the alarm. Walk down 
the corridor to 
the outside 
and turn 
right. You can 
avoid the two 
final guards. 
kun forward, 
avoiding the 
searchlights. to 
the large gate. 
There the 
scene ends. | 
Fig. 6-18. voy hanteer kippig 6-19. Once past the 
over each other, fhey might've stood voot Cate moves 


pan a chance against Cate. io he next scene. 
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Schenker is, 

but to reach 

him you need 

do find a con- 

dact in the STASI 
facility who will 

give you a pass 

to Dr. Schenker's 
building. This 
scontact has set 
explosives through- 
out the warehouse. 
Activate these as you 
Scome to them to pro- 
vide a distraction. 

rs You start outside 
he warehouse area. 
PA guard is just com- 
Ping out. He stops at 
the top of the 

stairs before con- 
Pfinuing his rounds. 
Eliminate him quickly | ARMS 
ong zer per 
|__Go through the first \ gt ee 
door on the left. You 
hear a conversation N. 

between a pair of 

guards in the next room. It is easier to kill them if you let 
them finish conversing. Lean out carefully and shoot 
them both before they raise the alarm. 

Follow the corridor until you see a guard at a desk. 
Take him out quickly, then back up to the commer. Another 
guard comes from the left and turns down this hallway. 
Nail hirn just as he starts walking toward you. 

Go down the corridor again and turn right to enter 
the warehouse area. Move through the warehouse, then 
go through the nearby door, which leads outside. 
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lake out the guard on 
the left just as he says 
“Mein Gott in Himmel” 
The other guard 
approaches fo 
see what 
‚happened. 
giving you 


Fig. 6-21. More guards, more conver- 
sation. This one is gossipy, without 


Bombs and bar- 
rels spawn semi- 
randomiy 
around the 
map. Yau may 
need to play 
though several 
fimes to find 

all the 

spawn points 


digen 


As You el turn left. There's a guard standing here. With him down, you can take one of two | 
ways in. The easier way: Run past the guard’s body into the building. The better way: pick the lock | 
on the gate and climb | 
up the 
crates. This 
way gives 
you the 
chance to kill 
off the guards 
before they 
spot you first, 

Atop the F. 
crates, crouch == ° ii AN K ö 


down and Nem 
move forward. Fig. zr zaden can be tick -_ Fig. 6-24, Cate prepares fo sneak In 


Look down into bicepsen on 


the warehouse at a second guard. Drill 

him, then jump down. Move to the large automatic door—a button on the wall nearby opens it. 
Move out carefully, and laok right. There's a guard walking; with luck, he won't see you. Shoot 

him, then move into the building to your left. Nail the guard here, activate the bomb, and leave the 

same way you eame in. Go around the truck and up the stairs to the door. Enter this building now. 
Follow the hallway until it opens into a larger room. Wait outside for the guard to walk past and 

put a bullet in his skull. Head past him up the stairs to the next door. 


Ho. &26.bo A co gestemde; 
dan't know Cate is here yet. 
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The door 
Bads Dack 
putside. A 
Bouple of 
guards here 
bee you. Take 
hem out 
guickhy and run 
D the door 
directhy down 


e sidewalk Ee ld 
orn vou. Open Fig. 6-27. seird unsuspecting Fig. 6-28. Cate's next move is through 
and head into enn een en de, en 
he final building 
pr this scene. Ea By ar np 
Move into Nn ak - HI 
he building Ee ein 
arefulky. A 
guard Is USLUOI- 
near the 
door. Get rid of 
sim without a 
ommotion. 
side, go left : 
ntil you find 6-30. er Rie 7 
' en aline Fig. 6-29. Cate snaps a shot of Fig. Cate sees her contac 
on On ene fhis document in case Dr. Schenker beyond this double door. 


ide of the hall. doesn't offer enough information. 
en it is com- 


Dletely safe, put away the pistol in favor of the 
uNglasses and enter these rooms one at a time. 
Photograph a document on the desk of each room. 
teorm the pistol and head back to the front desk. 

Run straight past the desk to the corridor leading left, 
and drop the guard here. Run past his body and down 
he stairs. Go through the door on the right and activate 

s bomb inside the room. Exit the way you came in and emante ond vaag oe : ree menens 
head to the double doors. Open them, nail the final guard, Fig. 6-31. Cate activates her contact 
and run to your contact with the lighter. He has given Cate a 

Offer him a light with your lighter. Apologize for being late. way in, but then she's on her own. 

e'll give you a pass that identifies you as the niece of the 
BIAS area commandant. This will get you past the front gate. The scientists 

side will ignore you, but the guards and video cameras will not. Avoid detection for 
os long as possible. The contact will give you an additional intelligence item if you 
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haven't angered him. vaù must now go to the basement of the library and activate the shelf to 
find the secret entrance. 


Scene 3 
You've got to find Dr. Schenker's lab and get the doctor 
out quickly. This won't be easy. 

If you can get through the first part of this mission with- 
out sounding the alarm, so much the better. Move care- 
fully around the cameras and hide your weapon when 
you are around scientists. Any guard who spots you runs to 
sound the alarm, as will most of the scientists who see vou 
with your weapon drawn. 

The mission starts with two quards talking at the top of the 
steps. Iney haven't seen vou, so slide up behind the pillars. 
Shoot the one on your level first; take out the other as he 
approaches. Get both before they sound the alarm. 

Head up the 
stairs. A guard 
walks through 
along halkway 
here. The situa- 
tion is tough. If 
you kill the 
guard, you ll be 
spotted by a 
scientist, who will 
sound the 


Mi / ze TN | 
REET CEE LE Me Huerd beleid 
he sounds fhe alarm. 


alarm. Sneak into L Fig. 6-33. The scientist sounds | „10 ho doorsiie wkb De 
le | way fo. É 


the room con- the alarm 
ng Schenker is waiting. 
taining the scientist 


and kill him, then take out the guard at your leisure. Get the 
intelligence item from the locker area, then head down the long hallway toward the desk. 
Go right at the desk. There will be another guard in this area; take him out quickly. Check the rooms 
to the right for more intelligence items, then continue down the hall. Turn right again and shoot the 
guard in front of the elevator. 
Open this elevator and go inside. When the door closes, activate the controls to get to the next 
floor. As the elevator opens, you hear two guards talking. When they finish, sneak out and drill themn- 
both. There are two possible ways to go now. Take the rightmmost of the two corridors, 
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Follow this 
halkwary until 
pu come to 
gstaircase. 
limb the 
stairs and 
Bep going 


pre intelligence 
Hems, then continue down the hallway. 

Round a commer to a very long hallway with a branch to the left. Ignore the branch and run 
Bhraight ahead, killing any quards you see. Investigate rooms for intelligence items. Take this hallway all 
e way to a narrow staircase leading down. You've already been in the area downstairs, so turn 
ground and go back to the branching corridors. 

Go down the 
Ehecking the 

FC oms for 

Es ond 
Guards. There 
ore laborato- 

es on either 
ide of this hall- 


Tg 5 Ke ke va 


st. nen go Fig. 6-37. Dr. Schenker is ready for his Fig. 6-38. Just a few more feel, and 
dll SAFE pan fo baarden fhis mission is over. 


schenker is upset that UNITY has sent a woman to retrieve him. After talking with him for a few 
Beconds, four guards amive from down the hall to the left. Blast them with your AK-47, then talk to Dr. 
bchenker again. He realizes he has no choice but go with you. From this point on, he follows you wher- 
Bver you go. Guards make him freeze up, so talk to him again to get him moving if you are attacked. 

he quickest way out is to head down the hallway and take the first comidor to the left. This leads 
0 that narrow staircase you avoided earlier. Follow it down and go left as soon as you reach the 
bottom. There's a door here that wouldn't open earlier but will now. Go through it and Dr. Schenker 

Il follow. As soon as he steps outside, the mission is over. 
As you and Dr. Schenker run for freedom, a new player enters the mx—a large 


Scottish man who seems impressed with your abilities. 
primagames.com ke F & 


AT E me 


et TE 
UN Fong Prima’s Official Strategy Guide 


CHAPTER 7: MISSION 3— 
UNEXPECTED TURBULENCE 


Scene 1 


You and Dr. Schenker are headed for London and free- 
dom. You'll have a chance to talk with the doctor about 
his research, which will gain another intelligence item 

for you. 

Dr. Schenker has been working on a project that turns liv- 
ing organisms into time bombs. If sounds far-fetched, but Dr. 
Schenker has apparently gotten it to work. Volkov and 
H.A.R.M. want this technology. 

Another jet moves in and docks with your airplane. 
The large Scottish man seems to want what you have— 
Dr. Schenker. This unexpected raid leaves you just one 
option: Take out the goons to protect the doctor. 

start by equipping your SMG. Go into the hall and head 
left to the door at the end. As you are about to open it, it 
opens to reveal a very surprised guard. Take him out, run 
into this room, and turn around. 

[he noise alerts other guards, who come running toward 
your position. Shoot down the hallway to take them out. 
Move forward now, past the room you started in, to the 
next cabin. 

A couple of quards hide behind the chairs. Take 
them out when they pop up and get their ammunition 
as you proceed. As you step into the next area, another 
guard darts out of the restroom.Be ready for him. 
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As you round the commer to the next cabin area, an 
explosion destroys a large portion of the airplane, taking 
8 few thugs with it. Seats torn loose from the floor block 
ihe hole, as well as the door to the next area. Open the 
Boor hatch and crawl through the wheel well to the 
next cabin 

As you emerge from the wheel well, you hear 
guards talking. Three are trying to find something to 
gat in the galley at the back. Shoot them all and take 
fheir ammunition. 

Now things get a little tricky. Move out from the galley = 
And look left to find a steep staircase leading up. There's a Fig J-4.A masse oslo wi oa 
guard here, crouch and shoot him in the legs. He'll tumble of enemies with it. 
down the stairs. Climb up and enter the cockpit 

Just as 
vou start fo 
stake the 
controls, the 
Scotsman 
knocks you 
fout with a 
blow to 
the head. 


BG-7-5 This Anal guard Is he loud Fig. 7-ó. No one is flying the plane! 
est for Cate to eliminate. 


Fig. 7-7. Cate Is atfacked from behind 
by the large Scottish gentleman. 
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Scene 2 


You wake up with the plane still out of control. The 
H.A.R.M. thugs have left, and you are stuck on an air- 
plane that has no pilot, You've got to get off this air- 
plane, and you've got to do it before the plane goes 
completely out of control. 
Grab an intelligence item from the room across from 
the cockpit. Head down the steep staircase and grab the 
gun on the floor. Use it to eliminate the guard, then go 
through the wheel well toward the back of the plane. 
As you emerge from the well, grab the armor to your Fig. 7-8. Cate's armed, but 
right. and listen to a pair of guards discussing the lack of out of time. 
parachutes. One says that a person in the back of the plane 
has a chute. There is a film roll on the left side of the two thugs. There is one more in the aisle. Kill 
these two, then continue toward the back. | 
As you near the room you were in at the start of this mission, an explosion in the back of the air- 
plane sends the fail section flying. This sucks out the guard who has the last parachute. Jump out of 
the plane after him. From another plane your Scottish friend sees this, ond tells his men to take care 
of you. 
Your predicament: You're falling toward the ground without a parachute and enemies are 
falling toward you, shoeting. Kill off the thugs above you and try to stay directly above 
the quy below you. 


Fig. 
of the airplane. 
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i CAUTIEN 


£” Whatever 
you do, don tf 


kill the guy below 


youl If vou do, 

vou won't have 
a chance to 
take his chute 


The enemies are tough to hit because of the speeds at which 
they are moving. However, you re just as tough a target for them. 
Reload after each kill and keep looking for more enemies, checking 
the position of the man below you periodically. 

As you near him, ask if you can borrow his parachute. Be extra vig- 
lant. Continue to scour the sky for enemies, and make sure that the 
man below you is very nearly 
directhy beneath you. 

Wren you get close to 
him, take the chute and 
land safely. He lands in a 
barn at 100 mph. 


Fig. 7-11. Cate has to take out the [ 
fhe man below her. 
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CHAPTER B: MISSION 4— RENDEZ YGUS 
IN HAMBURG 


The Briefing: Care 
to Explain? 


You're 0 for 2. Despite your hard work and daring escape. 
the thugs made off with Dr. Schenker and much of his 
research. You'll be dressed down again by Smith and Fig. 8-1. Jones, while disappointed, 
Jones—particularky Smith, who seems to revel in what he understands that Cate hasn't had an 
considers your incompetence. Jones, fortunately, is a little easy time. 
more sympathetic. 
The large 
Scotsman 
who has 
dogged your 
last missions is 
Magnus 
Armstrong, 
one of the 
most talented mad Me met Genidee he Mien ov miker Mes vering ln zomtstend vote 
he lost war Hlg-82 Cate fels what she knows of 19 Dive Cate anda 
in es Be Magnus Armstrong. 
He's been in trou- 
ble with the law. 
mostly for small-time fights and brawls. He's never before been in league with the likes of H.A.R.M. 
Despite your failures, you get a new assignment. Your information about Dr. Schenker's research 
has borne some interesting fruit. West German officials have located a Finnish freighter with suspi- 
cious cargo— what appears to be the chemicals Dr. Schenker was using. You are to investigate this 
ship coverthy and retrieve whatever information you can. 
You'll be working with a new partner, an American named Tom Goodman. You'll meet up with 
him in Hamburg. 
Before you start, Santa's Workshop has a couple of new gadgets. After the briefing, go there. 
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Chapter 8: Mission 4—Rendezvous in Hamburg 


Your Santa's Workshop visit is quite brief. Your first new 
Pfoy is a perfume atomizer with a potent sedative. Use it 
pon the first scientist, but be careful not to be caught in 

the spray. 


Scene 1 


are to meet Tom Goodman at a club called Das 
me Valkyrie. The club is full and the bouncers aren t 
ing anyone else in. You need a distraction. 

Talk to the woman in front of yau. She offers to distract 
doorrnan so you can sneak past. As she talks to the 
man at the door, run past her and jump onto the garbage 

cans and rubbish bin. Go to the 


erawl inside. 
After you're inside, a | — | 
shifty gentleman spots hase ireen ver | zi | 
you and immediately runs el VS Pont wor 
to tell the club owner— et | (B 0297 Meooor 
inge Wagner, also the p En en Wes | | man, but be watch- 
club's star attraction. Her rn | OT te Te 
singing is the latest rage in j PE in re On EMD ONO 
Hamburg. Inge tells the pk SA ei kh Seren 
gentleman to keep an it a À | rade 

Be on you and capture ij e he womar | a bee 

you when you head to > doorma , fumed away: 

Before you meet Goodman, 
you've got work to do. Head down the 
long haltway and go left past the phones 
to the spiral staircase. Take this to the 

| next floor. 

| At the top of the stairs, go forward and 

take the first right, then the short staircase to 
the manager'’s office. Open the door and 
look inside, 


Kens 


By the 
manager’s 
office, talk to 
the girl twice. 
She gives you 
an intelligence 
iter. The man- 
ager is asleep 


at his desk, ds 


which should ran A 


make it easy to : $ 
grab the enve- _L Fig. 8-7. The manager is sleeping, but fig. k > aglio 
lope off the video camera is vigilant. d i 
the table. 

Unfortunately, there's a camera in the corner of the room. Move under the camera as it pans, and 
grab the envelope. Stay under the camera until it turns away from the door again, and then leave,| 

Back in the hallway, go dawn the spiral staircase and walk into the main club area. Tom 
Goodman is the muscular man wearing green. Go and talk to him. 

Goodman is a very good — 
spy, but 7 
he doesn t 
trust you. He 
doesn't think 
you'll be able 
to pull your 
weight. He tells 
you that vou 
are being 
watched, and —— Alg. 8-9. Cafe's watcher is hardly | zi 
points aut the a professional. Fig. 8-10. Cate finds fhe restrooms 
shifty little man and prepares fo set her frap. 
who spotted you earlier Goodman suggests you take 
a walk to the restrooms and corner the man there. At the end of the conversation, what feels like a 
dart hits the back of your neck. 

Start moving toward the restrooms. Take your time. You won't be attacked, and you can eaves- 
drop on conversations around you. The quickest way to the restrooms from the club area is straight 
ahead past a couple arguing about the music. Follow the hallway down the stairs and through the 
double doors. The restrooms are on your left. 

he man follows you into the ladies’ room. You take care of him automatically. 
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Scene 2 


As you pre- 


| Breaks out in 
the club. 
IL Goons from 
H.A.R.M. burst N E lt 
in, guns blazing. end wro Ce nee nò Fig. 8-12. Cate stops two goons from 
You've got to time to question this guy. comm ifting murder. 
find a way out, 
ond you've got to find Goodman. 
First, equip your pistol. Leave the restroom and turn left. A couple of thugs are getting ready to 
kill a civilian. If they do, the mission ends in failure. Drill ther both. 
You can't get back to the club area through the Bt doors—they ve been bolted from the 
other side. Instead, go 
Il to the right 
past the rest- 
rooms to the 
back rooms of 
| the club and 
get the sleep- 
ing gas next to 
the phones. Go 
down the stairs 
to the door. | ME NN 
naren Fig. 8-13. The wine cellar holds REECE Kies nb ch anda 
| additional enemies. reunion with Goodman. 
you open the 


door. Enemies wait beyond, including one wielding a machine gun. Use the corner of the wall as 
cover and knock out targets—there are five guards here—as they present themselves. When all are 
dead, get their weapons and run through the wine cellar. Open the door on the far side. 

Turn right and slide out into the hallway. Plug the two goons at the top of the stairs. Go up and 
take the door on the left and get the intelligence item. Go back to the hall and take the door 
directly in front of vou. 


This door leads to the kitchen and three 
more goons. Nail them all (the machine gun 
works well) and go through the kitchen to the 
door on the far side. Don't kill the civilian in the 
next area. As you round the corner past the long 
table, you spot the club area. Move out carefully. 
Four more enemies lurk in the club. Take them 
out one at a tire, using the doorway as cover. 
When you ve taken out all four, Goodman 
appears at the stage door and tells you to get 4 | | 
out through the back rooms. Mss TRE 
When the cinematic is over, go through the _Fig. 8-15. Four thugs wait in the club 
door at the back of the stage. Follow the hallways for Cate's return. 
until they end. You'll see several H.A.R.M. crates here, 
linking the “talented” Fraulein Wagner with your enemies. Open 
the window and drop to the ground. You've made it 
out of the club alive. 
As you jump down from the window, your contact 
starts to walk toward you. Unfortunately, before he can 
help you, he is killed by a thug on the roof behind him. 
Kill the goon, then get the UNITY case from the alcove. 
Turn around and start following the alleys and staircases 
between the buildings. 


Fig. 8-17. Proof that Inge Wagner is 
linked to H.A.R.M. 
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There's only 
one path until 
you come to an 
open area 
where two 
, Quards are talking 
about the 
amount of beer 
hat H.A.R.M. 
ogents—and crimi- 
pals in general— 
drink. Listen, then 
lean out and plug 
them both. This wil 
[sdraw attention to you. 
| “You can spoil your enemies’ aim by shooting out 
ihe spotlights. Be careful of the guards by the spotlights. ee 
Fig. 8-19. A few more enemies fall 
prey to Cate's machine gun. 
With the quards dead, move down the staircases to 
| the dock area. There's no obvious way out at this point, so 
There is another jump onto the barge. The barge will Carry you away, and 
guard on a distant you'll see a short cinematic of Inge singing that she will get 
platform to the left as her revenge. 
kh well as one near fhe 
k main searchiight. 
Don't forget 
about hem 
B when you 
move on; they 


can CAUSE 
\ alot af 


damage 


Fig. 8-20. Inge hopes to meet Cate 
again—and soon. 
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CHAPTER 9: MISSION 5— 
A TENUGUS LEAD 


The Briefing: A Quick 
Stop at Santa’s 
Workshop 


Before meeting Goodman again, call Jones from a safe 
house in Bremen. He'll question you about Inge Wagner, 
who seems to be in league with H.A.R.M. Jones tells you 
to find out what you can after you meet with Goodman. 
You're also to report to Santa's Workshop. 

Get your new cigarette lighter. This one comes with a 


welder that can slice through gates and locks. Iry it on 
the gate in front of you. The workshop has developed a 
new version of your lipstick bombs. These have a three- 
second delayed fuse, allowing yau to throw them and find 
cover—or even bank the lipsticks around comers. 


Scene 1 


Start this scene on the Bremen docks. You've got to get 
aboard the cargo freighter and photograph the ship- 
ping manifest and captain’s log without getting 
caught. If you can avoid arousing the guards, so 

much the better, 

As the mission starts, you'll hear a couple of quards 
talking. Go to the gate, kill the guard, and use the lock- 
pick Barrette an the lock. Hop inside and go right. Wait 
behind the crates until the quards are done talking. One 
will walk off. Kill the other silently and get his gun. 
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Fig. 


Fig. 9-3. Cate checks out the docks 
before breaking in. 


Chapter 4: Mission 5-—A Tenuvous Lead 


If you wish. you can take the 
Staircase up to the offices. A 
few items inside are worth get- 
Peng. but the guard and the 
„eamera at the end of the Be ver mh 
long hallway make move- of the camere. 
ment difficult. Also, any > If vou are spot- 
noise made killing this | BÀ ted, you are 
rd will attract atten- sans 
‚so use the Hampton p 
| ek if you decide to take 
him out. 
sr Once outside again (or still 
outside if you didn't investi- 
sgate the offices), follow the road past another guard to a set of large tanks with a valve between. 
stoosen the valve and back up—this action causes the valve to over-pressurize 
d explode. 
Er When the valve blows, a guard or two will run to investigate. Take them both out with the car- 
rine, then get their weapons. Follow the path to the warehouse, being very wary of the camera on 
1e corner of the building. Go in slowly. 
Go through the locker room area. Head through the doorway and turn left, taking out the next 
"guard. Run forward to the next doorway. 
There is a guard here caught in the steam jets from the pipes. Don't worry about shooting 
him; the jets will take care of him. An important lesson: The steam jets are very painful if you 
move through them. You need to get down this catwalk without being harmed by the jets. 
Move carefully. 


5. Coh - Fig. 9-6. Cate Continues lo elkninate 
Fig. ?-5. Cate enters the sedndade: fhe opposition. 
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Past the 
steam jets 
and the cat- 
walk, you 
spot a ladder 
that is being 
electrified by 
a malfunction- 
ing generator. 

You need to 

go up that lad- ek | ike me En 
der—but not in L fig, 9-7. This guard dies a painful Fig. 9-8. This ladder is too dangerous 
its current state. death in superheated steam. to touch. 

Go down the 

stairs to the area below. 

Take the stairs down one level, cross the metal grating, and go down the next set of stairs. You 
hear two guards arguing about shutting off the steam. Kill them both, then throw the switch behind 
them to shut off the power. There is an intelligence item by the electrical switch. Go back up the 
stairs to the ladder. 
It's sate to 
Use NOW. 

Follow the 
catwalk to 
the hatch 
Open it and 
climb down 
ine laader on 
the other side 
There's a valve 
nere that 
needs to be 


Fig. 9.9. Cate finds a way to | Fig. 9-10. Cate can now shut off the 
shut off the power that is dangerous steam jets. 


turned. Do this, electrifying the ladder. 
tnen climb the 


ladder back to the catwalk and down the once- 
electrified ladder. Go down one set of stairs to the metal grating you crossed earlier. 

Go through the door on this level, and run carefulty past the steam jet. There's a valve wheel 
ving on the ground here. If you listened carefully to the gquards’ conversation earlier, you know that 
this is what vau need to shut off the steam. Grab it and head back to the stairs. 
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On the 
metal grat- 
ing, you see 
a valve 
stern with no 
wheel. Use 


{he valve 


wheel you just 

picked up and |F ne - /À 2 | ME 4 EEA a 
turn it. This shuts | A EAT . : | WE Oe En 
off the steam —_— x . __ 
jets, clearing Fig. 9-11. With the steam off, Cate has Fig. 9-12. Cate completes the first 
he way fhrough a clear path fo Goodman. part of this mission. 


ihe rest of this level. 
Go down the stairs to where you shut off the power, and through the doors. Follow this hallway 
up the stairs and to the next set of doors. Goodman waits for you outside. 


Scene 2 


Goodman tells you that you are late. He didn't realize that his contact was killed and that you'd 
been left on your own. Your tardiness has caused problems, though. Goodman set explosives 


Sin the warehouses to 


create a 
diversion. 
When you 


j didn't show 


up on time, 
he turned off 


the timers. 


Now you 
have to go 


\ back. set the Fig. 9-13. Goodman explains his 


diversian plans to Cate. 


| tirners on four Fig. 9-14. Cate must kill this guard 


á 


explosives, then before he triggers the alarm. 
return to meet Goodman. 

Move forward and take out the sentry in front of the door, then open the door and go in. You 
must get through without alerting anyone, which means avoiding the camera. Be vigilant as soon 
as you walk inside. 

Fortunately, this building is small. Open the door on the far side, past the camera, and go back 
outside. Make your way around to the left and check out the loading dock area. 
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“Frofn fhis 
point forward, 
you will be 
dogged by 
enemy guards. 
Arm yourself 
with the AK-47 
and head in. 
Move through ij | pe 
ondivestigote EEE NE gown, clearing he way Io Ihe soc 
any groups of fuel \v_ Hg: 9-18. Cate finds he first bomb gei 

| and sets ifs detonation fmer. 
barrels you find. 


Goodman put 
the bombs 
only on 
fuel barrels. 
Two guards 
wait just inside 
the door here. 
Kill them both 
and activate ’ | 
the bomb. Ek | CNN gs 
H wn Nin | N | : 
lien | ee el Fig. 9-18. New guards have appeared 
Fig. ?-17. The guards in the to prevent Cate from escaping. 
floor of the locker room can't stand up fo 
warehouse. a serlous assault. 


Move through 
the warehouse until you spot the large double doors. Go through. A 
path to your right leads through the locker room, another path goes / 
down a ramp. Go down the ramp, moving cautioushy when you reach There is a fun way 
the next large warehouse area. Kill off the gquards on the distant plat- | fo kill the guards. 
form, as well as anyone else who appears, and set the bomb. Return Loekpick the 
to the corridor ond investigate the locker room area next door. Turn on the 
[here are a couple of guards here, but they shouldn't put up | power 
much fight. Head up the metal stairs to the offices and continue Maneuver 
down the corridor to the metal catwalk, Go to the “Out of Service” B he crane 
room, shoot off the lock, go inside, and grab the armor. Take the catwalk to drop 
back outside, Move to your right along the floating walk- KA an am 
way. Walk to the other side and activate the final bomb. 
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Chapter q: Mission 5-—A Tenuvous Lead 


Now retrace your steps to where you started this scene. 
Unfortunately, new enemies are in place to stop you. Move carefully 
and take them out with bursts from your AK-47. Don't worry about the 
cameras at this point, just head for your starting posihon. 

Once back in your starting location, move into the darkened 
doorway. 


Scene 3 


You meet with Goodman again, and the explosions go off as planned. 
| Unfortunately, a few guards still keep you away from the information you 
need. You persuade Goodman that your background.as a thief makes 
you more suited for the job of sneaking aboard the ship. 

/ When the scene starts, 
Shead up the stairs and through the door. A couple of 
ds are talking here. There's no way to kill both quickhy 
them setting off the alarm. Hang tight and listen. 

n they are done, follow the guard in front of you and 
ock him out as he opens the door. Head through and 
down the stairs to the outside. 
Outside, run under the staircase and listen to the guards 
ine top of the catwalk. The guards above you have 
to shoot you on sight, so you can't get through 


You can save 
vourself a lot of 
running by jump- 
ing over the low 
catwalks rcil- 
ing to where 
BB vou frig- 

k gered the 
third 
bomb 


| Fig. 9-21. A quick blow to the 
N Fig. 9-20. Cate waits while the guards back of fhe head takes this guard 
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Move into 
the crates 
and wait. 
You will be 
seen if vou 
advance 
while they 
are talking. 
Be very 
careful. Arm 
yourself with 
the Hampton 
Carbine and instructions to shoot Cate and ask 
move cautiously, questions later. 
taking out guards 
one at a time when the others aren't looking. When everyone is dead, move around the crates to | 
the staircase leading down and go through the door. | 
Go all the way through this short area to the door at the opposite end. Be wary of the guard 
here, Open this door and return outside. Take out another quard here with ease. 
Pick the lack on 
the gate to 
the right and 
climb up the 
ladder to the 
top of the 
catwalk. Now 
wait for the 
next train. It 
stops beneath 
the catwalk, 
and a crane Fig. 9-24. Ce ‘saanié IS Fig. 9-25. There's the ship, and Cate is 
moves out from show up and take her to the ship. still unnoticed by the thugs. 
the building and 
picks up one of the boxcars. Before the boxcar leaves, jump onto it. 
The crane carries the boxcar to the ship, taking you with it. You are now in position to find the 
information vou need 
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Chapter dq: Mission 5-—A Tenuvous Lead 


Scene 4 


jo com- 
plete this 
part of the 
mission, vou 
need to 
photograph 
four barrels 
of chemicals 
Sto prove that 
H.A.R.M. is 
looking to B: Bee 
replicate Dr. n B á > hin 
ore’: Tehmina arb bi Fig. 9-27. Cate finds the final barrel. 
| “research. Then 
you will need to get off the ship. 

The four barrels are placed randomly in the first several rooms of the ship's cargo hold. 
investigate carefully, picking off the sailors as you spot them. Be as quiet as possible. Each of the 
barrels you are looking for is a different color: blue, yellow, red, and green. investigate all areas thor- 
oughly, especially the catwalk area of the second large cargo hold area you find. Operate the 
controls on the lift to reach the top level—the likely resting place of the final barrel. 

After you have collected your four photographs, see about a way out. Get back dawn to the 
floor and check out the second large cargo hold. You find an open grating in one corner. Jump in 
and start following the passageway. Go past the first two turns to the right and take the third. 

Lift up the grating at the end of the passageway and climb out, crouching. Drop to the pipes on 
the floor and, still crouching, crawl under them to the far side. Use the welder on the 
lock to get through | 
fhis grating. 
and climb 
up the lad- 
ders. Open 
the door at 
the top and 
climb up the 
next ladder. 

Á end ed kh Kk 20/00 
9-28. Ils € has IRE ER Fig. 9-29. Cate needs the welder to 
anroanoe fieke bee ent ch vereisen sidheiendaann 
way out. 
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Take a left at the top and go through the next 
two doors. After the second door, go right and up 
a ladder. Watch out for the quard outside this door. 
Follow a hallway and go up another ladder, opening the 
hatch at the top. Unfortunatel. Armstrong is there waiting 
for you. Your adventure ends here, temporariky. 


Scene 5 


You are trapped on board. While Inge and Armstrong argue 
about killing you, an explosion rips through the ship. An 
order to abandon 

ship comes 

over the 

loudspeak- 

ers, leaving 

you in a 

predicament. 

You're 

unarmed and 

trapped, and 

arden over the relative merits of complet- 
going down. ing the mission versus escaping with 

As sOON O5 their Ives. 
you can, grab 
your lighter from the 
floor and switch to the welder attachment. Burn 
fhrough the lock and open the door to get into the 
main part of the ship. Go right down the hallway to the 
first door on the right. Open it and go in. 

Go through this room and out the door on the far 
side. Go through the room to the right of the broken 
steam valves. Follow the hallway to a spot where the 
floor grating is missing. Jump in and swim down, following 
the tunnels. You should now have 50+ in health before 
getting in the water. Keep a lookout to the right for a door 
that you must open and swim through. 
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Chapter qa: Mission 5—A Tenuous Lead 


Once 
fhrough the 
| door, you'll 

likely be 

gasping for 

air. Break the 

surface as 

Soon OS YOU 

can ond catch 

your breath. 

Climb out of 

ihe water and 

get the items from making the metal items in this area 
fhe table. Collect a safe fo walk on. 
ptol, a UNITY case, and an intelligence item. Swim back the 

Way you came, to the broken floor grate. Climb up to the hallway. 

Head back toward the door you used to find this broken grate, and then go through the door at 

the end of the hallway. 

Follow the — 
next hallway 

to the 


the far end 
and shut off 
“the power. 
With the eten 
pe ml | Ke en is to | 
sto the girder on ade : 's only way up 
\ your right as vou another : flood the compartment. 
5 turn away from 
N the power switch. Climb to the bridge and jump on. Go to the door, open it, and walk through. 
Head to the right through this hallway until you come to an area where the catwalk is broken. 
Drop through a hole in the catwalk to the bunk area below. You find the silencer for the Parabellum 
here. Then find the door and exit. 
Ef _ There will be a sailor in the haltway. Drill him with a couple of bullets, then walk past the body to 
ihe end of fhe hall. There's a valve here that looks loose. Shoot it. The water level rises rapidly. Swim 
; up with the water to the bridge above you and go through the door. Close it behind you to keep 
the bridge from flooding. 
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Follow the corridor to a room and walk through to an open 
door beyond. Turn left in this hallway and take it to the 
ship's control room. 

Go through the control room to the hallway beyond 
and look in the first room to the right. This is the radio 
room. Use the radio, which plants a tracking device on it. 
The device will let you find this ship after it sinks. Planting 
the device ends the scene and the mission. You've got 
another dressing-down coming. 


12 Pas Ko lars 


Fig. 9-38. After Cate plants a fracking | 
device on the radio, she can leave 
fhe ship. 
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Chapter 10: Mission 6—The Dive 


CHAPTER {@: MISSIEN C—THE DIYE 
The Briefing: H.A.R.M”s Promise 


fhis scene opens, a group of English gentlemen dis- 

Buss the important topic of quality cigars. One was 

Bcentty injured by the umbrella of a large, bald man 

an eye patch. Moments later, the posh club 

Bxplodes! Volkov and H.A.R.M. have obviously been hard 

Bf work replicating Dr. Schenker's research. 

Before this mission starts, you have a little training to do. 

Check out the SCUBA equipment as well as the Morris 

Model 14 spear gun. When you are done with your target hek ee 

practice, return to where you got the SCUBA gear. Fig. 10-1. Little does this gentleman 
Your next item is the belt buckle zipcord. Use it with the know that a poke with an umbrella 

hook on the platform over the water, and you'll be pulled up was his death warrant. 

mio the platform. After you land, the training ends. 


Fig. 10-2. Cate gets her first taste of 
SCUBA diving. 


Fig. 10-3. The zip cord is a combina- 
tion grappling hook/winch. 
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Scene 1 


Once back in your 
room, you 

meet up 

with 

Goodman 

and discover 

it was he who 
blew up the 

ship. He 


expected you mn 
to be off the Fig. 10-d. Goodman and Cate 
make plans fo dive for the 


it went up in | RE 


flames. Now 
you ve got to go back to the ship and recover the captain’s log and the shipping manifest. 
However, you were followed to your room. To get to the ship, you have to get out of the hotel. 

Arm yourself with your pistol and open the door. Face left and slide out carefully. There is an 
enemy in this hallway who is walking away from you. When he gets near the end of the hall, drop 
him with a head shot, then move forward. Look down the hall to the left and kill the guards here— | 
both are looking away. lake the corridor to the right and kill the final guard in this area. Get the 
body armor near the luggage cart if you need it, then head to the door. 

Walk through this stone hallway until you find two enemies. Kill them. 
then retreat to the stairs leading down into the court- 
yard. Go down the stairs and pick the lack on the door 
Move into this storage area, where there is another suit 
of body armor. When you are ready, go up the stairs and 
open fhe door at the top. 

The door opens up to a small vending area. Move 
through it into the hallway beyond and turn right (going 
left would take you back to the stone hallway). Wait for 
the goon to come around the corner and nail him. Walk 
to the corner and turn left. Look up and kill the thug on 
the balcony across from you. Turn around and back up, 
looking for the quard on the balcony directly above you Fig.) 10-6. Cate moves to the court- 


a Ee yard next for a sneaky way into the 
Kill him as well iniertor of ie hotel. 


no ANDAA 
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ing here—they ve 


j 


| Ó vators. Round the 
| corner and kill them 
j both quickly. As soon 


ue 


| 


Chapter 10: Mission 6—The Dive 


Turn 
around 
again and 
take the short 
hallway to 
the left. Open 
the door and 
plug the guard 
inside, then get 


the item off the Aad GE 
mantle. Return ad ob | Ee nn | _ 
_ _ 10-8. Cate slays another guard 
lo Ine hollway L__ fig. 10-7. An unsuspecting guard BROER he krin donde 
and go left past meets a quick end. 
the maid cart. 
Keep going 


down to the next 
corner. There is a 
pair of guards talk- 


Check aut the room 
at the end of the hall 
k fo find a suit of body 
armor near the 
door. There is also 
an intelligence 
item at the end 
L of the short 
hallway: 


shut down the ele- 


as you fire, two ene- 
mies enter from a ‚ 
room behind you, so Fig. 10-9. This guard comes from a 
eliminate these two as hotel room Cate has passed. 

quickly as you can. Run 

past their bodies and into the short hallway to the left. Turn around 
and fight back the two guards who are running at yau from 
behind. Kill them as they come around the corner. 

Go back to the room with the maid's cart outside of it. This is the room 
the two additional enemies came from, and the door is open now. Go to 
the left windows and open them. Climb out onto the balcony carefully, 
because a misstep will kill you. Plug the enemy in the high window straight 


> Move 
: or across from you and follow the balcony all the way around the rounded 
4 area to the far corner. There's an enemy in the aftic window across the 
the stone part 


of the balcony, | <euriyard from you. larsalm and drop hm. 


It will erumble 
) under your 
weight. 
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belt buckle 

zipcord and 

attach it to 

the hook. You 

are pulled up 

to this attic 

room, and the 

scene ends. | 

You've made it <a 

out of your ES L n, Welie | | | 
hotelroomand L fig, 10-10. Cate kills off the last Fig. 10-11. Bink zipcord 
to the roof, but enemy in this scene. comes in extremely handy at the 
you still need to end af this scene. 


get away from the hotel. 


Scene 2 
You are 
stuck in the 
attic, armed 
only with your 
pistol and a 
few acces- 
sories. The 
way out 
is tricky. 
Rearm the 


pistol and walk — | _ ' | 

to the other Fig. 10-12. Cate draws me crawiing Fig. 10-13. This guard ambushes Cate 
fhrough the window. as she goes for the stairs. 

end of the attic. 


Open the window, but don't crawl out. Crouch, Î 
and you can see the silhouette of an enemy on the roof above you. Shoot him, then inch your way | 
out of the window, facing right. Two more enemies await—one on the distant roof and one a little 
closer, on the roof to your right. Kill them, get their weapons, and run to the window on the right. 
Open it and go through. 


Ò primagqames.com 


Chapter 10: Mission 6—The Dive 


) CAUTIGN 


hee 


A thug walks in front \ 
pf you; nail him. Move $ 
“forward to the corner 
and take out the sec- 
end guard. Walk to the (a 
Staircase; a third guard WU 
Fawaits for you at the top. 4 
FSK hin, climb the stairs í 
open the vent on 


| Be careful in 
dee the air ducts. A 


ing. You can kill 


| Sihe back wall, which t 4} them by viewing 
leads to air ducts. Go them through  … 
| the grating. == 
| sin and follow them to | grafing RE TTE wer drioet as W Moy k 
Ee. Cate would come to the roof. 


Er Open the grating at 
Bihe end of the ducts and look up to the right. Two enemies lurk on the roof. Kill them both before 


Smoving an. When they are dead, jump onto the gutter and across to the small structure below you. 
Drop to the ground and find the trellis on the far side. 

| Climb the trellis and jump to the qutter. Follow the qutter until you come to the area where the 
sslope on the roof is much shallower. Crouch and run up this. You emerge from below the water 
stower. Collect the weapons from the two guards that were standing here. 
IS Now find the window you crawled out of when you exited the ducts. It's the only open 
mwindow in the area. Walk across the qutter above it to the first window and open it. Crawl inside 

to the attic. 
s There are two guards here who will spot you as soon as you go around the first corner. Kill both of 
es ihem and get to the window on the far side of the attic. Open it, then crawl out onto the gutters. 
Go left to the next window and crawl in. You'll be inside the air ducts again. 


. 10-16. Cate has more duct 
Fig. 10-15. Cate needs to walk along hd drs ahead. 
Îhe gutters fo continue moving 
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Konev 


Follow this 
duct until 
part of it col- 
lapses under 
you. You land 
in a large vat 
of beer. Jump 
out, go to the 
haltway and 
move all the 
way around to A 
We er a! Fig. 10-17. Cate samples the local 
doors. They won't brew in an unconventional way. 
open, but you hear 
a few thugs on the other side. 

When you hear the men talking about you, pull back 
and look up. Four enemies appear on the balcony over- 
looking the double doors. Kill all four. 

After all four are dead, an exceedingly drunk man 
opens the doors and lets you leave. Go through the doors 
and exit to the left, You've managed to get away from 
the hotel. Now you have to retrieve those items from 
the ship. 


Scene 3 


You meet Goodman on the boat he has arranged and 
you prepare to dive for the shipping manifest and the 
captain’s log. You argue with Goodman about whose 
responsibility the dive is. He claims it's yours because you 
left the manifest and log onboard, while you claim it's his 
because he's the one who scuttled the ship. Ultimately, it's 
your dive, though. It shouldn't be a tough dive, but unbe- 
knownst to you Armstrong and Inge are sailing under the 
waves in a submarine. They spot you and send a group of 
divers after you, and the items you are looking for. This won't 
be easy after all. 
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You start this 
bscene facing 
ihe wreck. 
| Swim in 
ïhrough the 
sgaping hole in 
the side of the 
ship and up 
fhrough the MA 
holes in the or 
floor. Open the ino hagen voc klik: Ee } 
ou top He can't be all bad. Fig. 10-22. One fhing is certain: 


nd swim into the Goodman knows demolition. 
way. 
Go right, then left in the hallway until you see a door on your right side. Open it and swim inside. 
BYou spot the shipping manifest on a table. Grab it, then shoot out one of the windows in front of 
wou. Peer into the 


The cargo 
Shold appears 
safe, but it 
isn't. Several 
Bharks swim 


ground in it | m3 Ze 
gshoot them; it's 10-23. The Fig. 10-24, Sharks add danger to the 
ra good idea to Jm sld or Caen cargo hold. 


get rid of them 
Sfrom a position of safety. Fast and 
saggressive, they will not hesitate to eat 
Bou if yau swim into their territory. 
Swim across the cargo hold to the open 
i vent and go inside. Follow the ducts all the 
Eway around, avoiding any branching paths. 
Open the grate at the far end and swin 
into the storage room. Go through this room 
Sand into the next. Open the door and swim 
sback into the hallway. 


Fig. 10-25. Exit the cargo hold 
through this air vent. 
primagames.com 


TN TET AT ME 


RC 
CSM 


Go ioht 
in the hall- 
way and fol- 
low it until 
you come fo 
a section 
with a broken 
wall to your 
left. Swim in 
and up to the ne; | 
top througha |E | en Fig. 10-27. Cate finds the captain's 
hole in the cell- Fig. 10-26. Cate finds a shortcut to quarters. The log is floating above 
ing. Swim over the ship's interior. fhe captian's bed. 
the railing, follow- 
ing the catwalk into the next rom. Open the door. 

Go left down the hallway, avoiding all of the side rooms. There is a T intersection at the end of 
the hall. Go right and enter the first door on your right. This is the captain's quarters. The captain's 
log is floating over his bed. Grab it; you've got what you came for. Get out of the ship. 

start retracing your steps to where you entered the ship at the start of the scene. Unfortunately, 
the H.A.R.M. divers have arrived. 

Enemy spear guns do a ton of damage. so be quick on the draw. Move cautiously, always side- 
stepping around corners to avòid being hit ffom the side or behind. 

Swim back to the cargo hold and through to where you picked up the manifest. Back in the hall- 
way, you find another diver. Kill him, and part of 
the wall will collapse, cutting off your exit. 

swim down the hallway past the room 
where you found the manifest to the door at 
the far end. Swim down and left to the bottom 
of this room and out the door at the far end, 
taking out the guards along the way. Swim 
down the stairway here and tum right down the 


Fig. 10-28: Cate have ko Kol her 


way out. 
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next hallway. Keep your eyes trained up. At a 
| corner, you find a grating missing in the ceil- 
ing. Swim into the air ducts above you and 
follow them to the end. If you attempt to 
| swim down the halway, an explosion will kill 
vou, so the ducts are the safest way to go. 
The ducts deposit you in another hallway 
„at a comer. Go through the open doorway 
and around a large pipe. On the far side, the 
damaged pipe gapes open. Swim in and up 
to the surface to complete the mission. E 
On board your boat, you tell Goodman Fig. 10-29. Most of the divers 
that you were ambushed, but you retrieved Cate mie H ian 
the manifest and captain's log. It's time to ’ 
return to 
UNITY to 
see if there 
have been 
any new 
developments. 


Fig. 10-30. The ship is 


shaken by another explosion; 
cutting off Cate's exit. 


… Fig. 10-33. A job well done. Cate has 
— en what they need, so she and 
Fig. 10-32. This broken pipe leads fo Goodman return fo headquarters. 
fhe surface. 
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The Briefing: If Our Demands Are 
hot Met 


You arrive 
late for the 
briefing 
again, much 
to Smith's dis- 
may. But there 
are more seri- 
ous develop- 
ments. 


H.A.R.M. has Fig. 11-1. H.A.RMs messenger is as Nn 
come through bizarre as the message. Pila zône rad ine 


with its list of guard dogs. 
demands, and they are 


as bizarre as the messenger. Rather than risk exposing the true brain behind the organi- 
zation, H.A.R.M. uses a puppet to deliver the message of their desires: 50 million pounds sterling, the 
continent of Australia, and an International holiday declared in their honor. 

They've taken credit for the massive explosion at the club in Monaco, and claim that it was 
caused by a human explosive. They also claim that many others around the world have been 
infected, and that if their demands are not met, these people will explode, causing untold death 
and destruction. 

t's time to act, and the lead you have with Dumas Industrial Enterprises seems to be the only 
one to go on. You and Goodman must investigate Dumas corporate enterprises and try to arrange 
for an interview with the Baron Dumas himself. | 

In the Advanced Field Tactics area, try out the new stun gas on an unsuspecting technician and 
check out the robotic poodle, which is used to distract guard dogs. 
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Scene 1 


You and Goodman 
try to meet | 
with Dumas. 
His reception- 
ist tells you 
that his sched- 
ule is set, and 
he hasn't 
amranged a iid: 
meeting with no dee | 
you. If appears _Fig. 11-3. Dumas doesn't appear to 
that the Baron have much of a business schedule. 
has more pressing 
matters than business to attend to. 

Goodman asks her to check the appointment book again. As she does, slip a drug into her cof- 
fee. The receptionist runs off to the bathroom, giving you the perfect opportunity to sneak in. 

You have a short discussion with Goodman about who will under- 
take this mission. You win. Follow the receptionist into the hallway Go 
left into the cafeteria and right through the open door. Continue 
straight into the men's restroom. 

Here's your opportunity to create a diversion. Move carefully in this 
area, use your lighter to start a fire in the wastebasket to the right just 


11-4. Cate spikes he 
recepfionist's drink. 


Be careful of uni 
the cameras.jf | inside the door, then knock down the wooden planks on the back 
fh wall. Move into an unfinished office space. 

” ey spot you E F , 
vour cover Move to the door n this area 
or and open it. There's a door 

straight ahead to the right. 
When the camera above 
| you pans away, move to 
K that door, open it, and go 


through. Hip the switch to 
the left on the back wall, 
which disables all cameras. 


Fig. 11-5. Cate runs into an unfinished 
area. The fire she's lit should attract 
some aftention. 
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room and 
turn right 
immediately. 
Head down 
the hallway 
and through 
the door on 
the left. This 
leads to he, ) Ee ú 
Dumas's office. EME Fig. 11-7. A secret slaircase? 
Close the door Fig. 11-ó. A swifch on fhe back wall 
behind you. to the left turns the cameras off. 
There appears 
to be nothing in his office, but look closely at the pens on the desk. Activate 
them, and the bookcase behind you moves aside, revealing a secret pas- 
sageway. Enter and flip the switch on the back wall; this drops a staircase | 
from the ceiling. Go up. fhere's a door- | 
Two doors sit at the top of the stairs. Go through the large door on the Fm woy to the left 
right and up the staircase at the far end of the room. This takes you to a as you see 
roof area patrolled by two guards. Move into a safe position and wait. | the guards. 
Wait in the small alcove. Listen to the quards' conversation. When they Sneak 
are done. one of them walks past you. When he is gone, sneak out onto the 
main roof area and head to the left. 


| 
1 - in 
ies 


Fig. 11-8. If appears that Baron En — en 
Dumas ís a creature of comfort. - Fig. 1-9. Cate takes out an unsus- 
pecting guard. 
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Look 
around the 
foof area for 
a switch box, 

band pull the 
switch. This will 
drop the bars 

| on the win- 

sdows of the 
dome. Walk 


r to the bp nrs 4 . 
and drop down tain the information that Cate needs. to discover a hidden glass case. 


Flip the 
mote con- 
trol switch on 
Sihe table near 
where you 
land (there's 
also a roll of 
Bfilm here). This 
faises a glass 
case from the 


Esen Fa 1 Cato coves Fo, Cate og am scheche 
the door at the far soorte de cthn ve dende 
know she was here. 

gend of the room, 

which takes you to a small hallway leading back to the hidden staircase. 

5 __ You have the information you've come for. After you are down the stairs, think about getting out. 
Fortunately, you don't have to backtrack, and you can leave everything as it stands. You may want 

| to retract the hidden staircase and the bookcase in Dumas office, but it's not necessary. Head out 

| 


into the hallway. 
Go straight ahead, past the scientists in the room to the left, Follow the hallway until you spot 
e Goodman on the left. Walk toward him, and the receptionist appears. You and Goodman schedule 
a meeting with the Baron for Friday morning at 11:00. 
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Scene 2 


Information you retrieved 

in the Baron's 

office shows 

the layout of 

a secret 

chemical 

plant owned 

by Durnas. You 

must now col- Eater EET D 
lect evidence : — a | _— | 

at this plant to -1d. Despite objections, 5 | 
see if kompd Cate is doing the undercover NS, A Ke 
ke Fig. 11-15. The robotic poodle comes_ 


is involved 
with H.A.R.M. in handy right away. 


You argue again with Goodman about who is going in. Once again, you 
win the coin toss. He's not happy, but agrees to help you by distracting the guards, 
Goodman walks to the guard shack and draws out one of 
the guards. While he does this, walk near the kennel to 
the right of the guard shack. Use the robotic poodle to 
get the attention of the guard dog, which prevents it 
from barking and raising the alarm. Unfortunately, only 
one guard comes out to talk to Goodman, leaving one 
still active. 
Goodman and the guard walk away. When they go 
Dehind the van, shoot the guard inside the shack. Keep 
your eyes on the cameras. When both are panned away, 
go inside the shack and flip the switch on the back wall. «4 akin u LA 
This will open the gates to the plant.Wait for the CamerAs Le gig: 11-16: The swiich on the right 
to turn away, then run through the gate and go through controls the gate. The button on the 
the door on the immediate left. left sounds the alarm. 
Once inside, take an immediate right and open the door 
here. Two guards outside talk about Diana Rigg, then walk off. One stops and turns around before 
continuing on his way. When he turns around to walk off, run to the building on your left and go 
through the door at the end 
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You're in a 
room with 
some broken 
machinery. Two 
people talk on 
she other side 
Zof a steaming 
nerator. Jump 
top of the 
nerator and 
the stun gas 
on them, then kill 
both before 
“moving on. 
kh Walk straight 


Fig. 11-18 Cato days another guard 
without raising the alarm. 


scamera on the 

back wall. Go 

“under the cam- 
era and turn 
right down the 
haltway. Follow 
this path through Ar JEE | late Gak 

the storeroom Fig. 11-19. Cate will need her barrette Fig. 11-20. Cate hides and waits for 

and go up the to get Ihrough this door. this technician fo pass by. 

ladder at the end. 

There's another camera here, as well as a guard, so be cautious. Wait on the ladder until the 
guard has walked away and the camera is panned completely to the left. Climb up, run forward 
and stun the guard, then kill hin. When he is dead, put on your sunglasses and take a picture of the 
ledger you see here. 

Return to the room at the top of the ladder. Retrace your steps to the room with the broken 
machinery being mindful of cameras. There's a locked door at the far end on the right. Use your 
barrette to unlock it and go through. 

Follow the short set of stairs to the next room with a ladder. Stun and then kill the technician in 
this room, then climb up. To your left, two technicians talk. First, let one of them approach you, then 
shoot him. Next, sneak to the next room, kill the other enemy and take a picture of the ledger 
before going through the door at the far end. 

Go down the stairs to the tracks and follow them to the right. Unlock the gate at the end and go 
through the door on the right. You are in a warehouse. Check the floor; there is body 
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remover. 
Climbing up 
the crates 
reveals a 
small alcove 
containing 
bandages. 
Walk around 
the crates to 
the large 


garage door 


that is partialky 


open and 
crawl under. 


Ee 


Fig. 11-21. Cate picks the lock on 
another 


door. 


$ hÛ 


zi = PO | 


Fig. 11-22. The guards Cate ran past 


The two guards who were talking about Diana Rigg earlier are still in 
this area. Quickly take them out with the Hampton when they are out of 


view of the camera, then go through the door on the right. You're stand- 
ing in front of a moving train. This 
next part is very tricky, so act cau- 


Killing the guards on 
the boxcar Ís much 
easier If vou kill the 
guaords on the other 
side first. Wait far the 
guard on fhe left to 
walk away and 
stap, then kill the 
\ guard on the 
right. As the 
other one starts 


k fo walk toward 


vou, kill 
8 him with a 
head shat 
Ni 


hiousty. 


As a flatcar with nothing on it 
begins to pass, jump on, then jump 
across to the far side. There's a 
guard patrolling here; kill him 
quickly while a boxcar is blocking 


fiatcar out 
of this area; 
Cate takes 
a quick 

frip araund 


Î 
he world 
before ier 


the view of the guards on the 


other side. 

Follow the 
ledge next to the 
train until you 
come to a door on 
the right. Go 
through. Kill the 
guard on patrol 
here if the opportu- 


nity presents itself. 


Otherwise, wait for the camera over the door to the left to 


pan away and then go through that door into the building. 
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Fig. 11-23. The camera 
has spolfed Cate. If she doesn't 
move out of ifs view quickly, her 

cover will be blown. 


Chapter 11: Mission 7-—A Man of Influence 


Inside this 

k Building. 
kacouple 

of guards 
talk about the 
impending 

wisit of a 
er-in-law. 
Walk around 
she fence and ‘ - 
Sapproach the DD nt A — 
eratesthey ore \ Fig. 11-24. Another guard goes down fg. 11-25. Once again he stun gas 
| standing near. without raising the alarm. etn org 
KI them before 
 Swalking to the 
pdder beyond. 

Follow the metal catwalk to a corridor on the far end. 
lait for the single guard here to approach your end of 
he corridor then stun and kill him. Wait for the camera to 
pan away, then run beneath it. When it turns to look 
down the corridor, go through the door. 

Go through the gate to the right and photograph the 
ledger. You now have all of the evidence you need to 
Implicate Dumas Industrial Enterprises with H.A.R.M. Head 
back through this building to the door you entered 
through. If you haven't killed the guard outside yet, do 

it now. Fig. 11-26. Once through this gate, 
Wait for the camera above you to pan to the right, then es nome hee. 

go down to the ground and 
rough the gate to the left 
to complete this scene. 
Outside, you spot Magnus 
Armstrong walking around. 
His presence confirms what 


Miis 
wen 


NETE 


Return to this 
missian with 


you've just learned. You ont 

phone UNITY headquarters is 

and Jones suggests you Pe 4 EU | 

attempt to get an interview snit Kn | . 
Jwith the Baron. While his com- | … … 9 Fig. 11-27. Magnus Armstrong's pres- 
pany has been implicated, mdr be ence af this facility confirms what 


t's not yet certain that he is | 47 cose Cute Just laerned 


involved personally. 
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Scene 3 
Perhaps the best way to gain an interview with the Baron is a bold bluff. Posing as a reporter for 
Men of Influence magazine, you arrange an interview. 

As the scene starts, you again win the coin toss with Tom. Head to the front door of the estate 
and ring the bell. The butler arrives and asks what you want. Whenever you can choose your 
response, select one that deals with the magazine and the 
Baron's lifestyle. Avoid any answer that mentions his busi- 
ness directly. 

The butler walks away for a moment to ask the Baron 
if he is interested. He returns and shows you to the man 
himself. Before the interview begins, you get your first look 
at the Baron's wife. 


Fig. 11-29. Baroness Felicity Dumas is 
a rather severe-looking woman. 
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When asking the Baron questions, always choose a question that relates to his favorite hobby, 
mönting. It soon becomes apparent that the Baron is an imbecile. 
se Ask questions pertaining only to hunting 
kempeditions, and the Baron rewards you with 
same information about his safe. This will 
prove handy on the next mission. 


E 


® 


Fig. 11-30. The Baron has no idea 
what he is talking about. 


save your game 
before the interview 
starts, then play 
fhrough asking 

fhe other questions 
some of 

| the Baron's 
answers are 


Fig. 11-31. Baron Dumas gives Cate 
some useful information after all. 


extremely funny 


AN 
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CHAPTER (2: ; JMISSIEN 8— SAFECRACKER 


The Briefing: Further Investigation 
Required 


The interview with the Baron was successful, but things are more confusing than ever. It certainly 
seems that the Baron has connections with H.A.R.M., but the man is a complete buffoon. There's ndì 
way he could be the true mastermind behind these plots. Interestingly, his second-in-command haëf 
the same initials as Drnitrij Volkov. Perhaps an investigation of the Baron's corporate headquarters | 
will provide more clues. 

The two gadgets you learn about in the Advanced Field Tactics area will be useful in this missio 
The first is the codebreaker, a device that can 
unlock doors 
held by 
numeric key- 
pad lacks, 

Your second 
gadget is an 
extra feature 
added to your 
sunglasses; 
they also fea- 
ture the ability 


to see infrared, Coincidence? Fig. gl de tene glasses ey help 


which helps you 
circumvent security systems. 


Scene 1 


To reach the old Dumas Chemical headquarters, use the new building being erected next door. 
Your goal is to get to the top of this new construction. From there, you can access the main build- 
ing and=—hopetully—the safe inside. Tom Goodman will provide a distraction on the ground. 
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| Quickty jump on 


to the left. Arm the 


ward to the 


_guards talk 
| here. When 


{ wait for them 


When the mission starts, 
move for- 


pile of lumber 
and wait. Two 
their conversa- 
hon is over, 

to start walking. Fig. 12-4. Cate eludes 


One moves left, heerde? the first two guards. She's in—with a 
fhe other right. | lang way to go. 


B 


top of the lumber, 
turn around, and 


jump onto the 

es ne Ihe camera is certain 

ie wnd he to spot the dead 
Wait until the 


guard. Ihere is a 
better way in. Jump 
on top of the 
crates. When the 
camera is turned 
kh AWAY drop 
aown, open 


guard on the right 
walks past the fence, 
then follow the ledge 


crossbow and kill the Fig. 12-5. Cate does orn — maas 


guard standing here. at— picking locks and mearing Nn. fhe door, and 

Duck inside the building. run in. Close 

The crossbow is silent. If you are careful, you won't be detected. ‚the door 
After you are sure the coast is clear, go back into ) | behind you 


the open area and go left. 
Jump the fence from the left 
side and go inside. Rkearm the 
crossbow. Go around the 
crates to the door and kill the 
guard standing here, then 

go inside. 

Take an immediate right and 
open the door. You see a running 
forklift. Activate it. It lurches for- 
ward, hitting the large metal ENE —__— 
door, and the lift prongs open the Fig. 12-6. Judicious use of a forklift 
door for you. Go through it. opens the way for Cate. 
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Move for- 
ward care- 
fulty. Two 
guards here 
talk about 
their apart- 
ment decorat- 
ing schemes. 

When they are 

done talking, 

they move B CRS, 

away. Go Fig. 12-7. Cate needs to 
through the get fo the roof, but she first 
doorway and must go fo fhe basement. 
down the stair- 

case. There is some body armor behind the crates. 

Use the crossbow on the janitor. He's unarmed, but 
can raise the alarm. Move forward until you hear two 
guards talking about payday. If you attack from the 
shadows, you can kill both with the crossbow. Hit the 
first. The second looks to see what happened. While he 
is crouched over, nail him. 

Walk toward the opposite end of the basement. You 
encounter two more quards, At fhis point, use whatever 
weapon you like. No one else is In the area to hear you. 
Find the generator and use the boxes to jump over the 
fence to it. Push the button, then jump on the 
duct and back over the fence. Go to the eleva- 
tor beyond and ride if up. 

When the elevator stops, get off, move to the 
left, and jump onto the crates. You're back where 
you started, but on the other side of the fence. Kill 
the guard resting against the crates with the cross- 
bow, then jump the fence. 


Fig. 12-10. Cate takes out 


another guard. 
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Retrace your steps from the beginning of this scene 
Go through the fence to the left (you picked this lock 
Bary in the mission) and jump onto the elevator 
bBeyond. Activate the controls to take you to the 
next scene. 


‘Scene 2 
Unfortunately, the elevator doesn't go all the way to the 
Pop. You stop in the area where Inge Wagner is rehearsing. 
Fou must get past her and her guards. __ ee 
This is a nice, short scene if you play your cards right. Get Fig. 12-11. Cate finds her to the 
Off the elevator and look around. When Inge’s guards fop of the unfinished building. 
appear, shoot them, but your 
LFmain focus is 
inge. Your 
weapons will 
not damage 
fhe deviant 
diva, but 
here is a way 
sto kill her. 
f She is essen- 
shal, controlled prEN 
by her tape a GEE 
player. Go to it Fig. 12-12. Inge's tape player 
fand shut it off. penn De 
gihen turn around 
and run to the power box in the 
back corner. When Inge tries to 
turn her tape player back on, hit 
sihe power button to jolt her 
with electricity. You will need to 
do this five times to kill Inge. 

Keep this up until you have 
feduced her health bar to zero. 
She will die in a brilliant flash of 
light. Boards to the left of her tape 

Eplayer will drop, revealing a 
ü new elevator. Ride it up to the Fig. 12-14. This 
next scene. leads fo the roof 


Fig. 12-13. inge goes up in a flash. 
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You've made if 
to the roof 

of the unfin- 
ished build- 
ing. Now you 


must make it | É ú k 
to the crane 4 | ak — 


that will take 
you across to 
the old Dumas 
building. 

in sn Fig. 12-16. If she can, 
walking across keep him from sounding the alarm. Cate must kill the two guards 
the beams on on the ground below her. 
the floor in front of you. 
Go around the lumber pile. You hear a couple of gquards talking about regulations. Kill them both 
and get their weapons. Move straight ahead from their bodies, killing off anyone you see, and 
head for the stairs. Take them up as far as you can. 

Look around carefully, Guards Infest the place, including the floors above and across from you. 
Take them out, being especially sure to get the two quys several 
fioors below you. When you've killed everyone you can 
see, go back down the stairs as far as you can. 

Walk to the railing and jump over it to the unfinished 
wall. Jump to the ground, using the crates, and walk 
around this area until you find a locked door. Shoot or 
pick the lock and go through, then open the sliding door 
at right. Look up. Several floors above you is a hook. 
Switch to your zip cord. il 

Now things get tricky. As you near the top using your zip | 
cord, switch to a weapon and move forward. Three ene- pr " 
mies on this platform start shooting as soon as they see | n gern 
you. Kill ther all, then walk through the open doorway to rde k ap rage 
your right, past the lights ta the unfinished staircase. to the crates. 
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ee Carefully walk out onto the 
pledge to the wooden beam EKE 

Bnd look up again. Use the ee EN 
gip cord to attach to the Te RE: ge Br kl 

hook above you. You drop 7 E e \ 4 CAUTIGN 

Bnto three beams. Watch out kels MENE Ve if vou dont | 
Lr the guard, then walk ee OR OE \ ZS move for- 
| wough the door and turn left. | ke en Ee . 0, me ward after you 
imp on these crates to reach AR B out away the zip 
je roof. 4 cord, you’! fall 

Look around again and pick mm dee, Kw … Nl three stories and 
Bf any enemies you spot— Fig. 12-18. Things get hot when Cate Y endup 
here are a few below vou. appears on fhis platform. smashed on the 
k across one of the beams to pavement. 
je platform 

d over to 
B right side. 
kop to the 
eam below. 
Kalk to the 
oncrete plat- 
rm and 
pard the ele- 
otor. Take 
down to Je 
he base of Fig. 12-19. This stack of crates allows 

s crane. Cate to reach the roof. 


ae es WE en nen nn 


Fig. 12-20. There's fhe crane. Cate's — 
got fo get to fhe ground to access if. 


Fig. 12-21. By dropping to the beams, 
Cate can reach the elevator, which 
is behind the doorway at right. 
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Kill the two guards at the base of the crane, then walk 
to the ladder and climb. As you near the top, there is a 
short cinematic of the crane moving over to the old 
Dumas Building. You're in. 


Scene 4 


You're on the roof of the old building, but you must 
get inside. 

As the scene starts, arm yourself with the crossbow or a 
pistol and wait. Look to the right and kill the guard as he 
comes around the cor- 
ner. This will 
give you the 
Hampton 
SMG. Move to 
the double 
doors, being 
very careful to | 
avoid the 
camera next 
to them. 


nside, a pair Fig. 12-23. Cate eliminates the first 


of guards talk in guard and gets a new weapon. 
a locker room. Kill 


them and get their weapons. Move 

to the door across the locker room and open it. 

A camera pans directly above you; be careful on 
your next move. 

When the camera is turned away, run forward and 
down the ladder to the helipad. Go through the door 
next to the ladder to a hallway and take an immediate 
left to the furnace room. Two gquards work on the furnace 
here. Kill them quickly, or they will pull out weapons and 
start shooting. 
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Fig. 12-25. The ladder from 
the roof is at left; the door to the 
furnace is at right. 
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‚Walk 
Waround the 
fumace to 


he window 
ers 

ro om and 

open the 


“door. Press the 


Button on the 
panel inside. 


fj oihis activates a ; Fig. 12-27. Kei ine 


ihe window Fig. 12-26. The button on the left 
washer’s lift out- wall acilvates ihe window 103 Mihere ande leternoa. * 
Side. Retrace your : 
steps to 
s helipad. 
Shoot the 
ed barrels on 
he helipad 
o signal 


| Scodman. 
Look left. You 


crates. When 
fhe camera 


ge astackof | lar | | f 


Fig. 12-29. This ladder aftaches to the 


pe ° you ks 12-28. Cate takes out fhe last | back of the elevator shaft. 
gpenned ron. goon in this scene. 
Brun for the crates 


and climb them. Jump over the duct to the small ledge and open the vent. Crawl through the 
duct to the far end, which is blocked off. 

Put away any weapon you are carrying and break through the ducts with your fists. Kill off the 
guard here if you like, but it's possible to continue without alerting him. Drop onto the duct below 
and crawl forward. Jump into the furnace. 

Knack out the vents and jump to the ladder on the back wall. Climb up to the top to another 
duct and follow it to its end. Open the grating, kill the goon in this room, and drop to the floor. 

Walk to the far side of the elevator and open the small emergency panel. Press the button to 
open the elevator doors. Walk around to the front of the elevator shaft—the elevator car is not 
ihere—and jump over to the ladder against the back wall. Start climbing down. 

As you are going down, the elevator will start coming up toward you. Jump to the top of the ele- 

vator and wait for it to stop. After it does, open the grate on top and drop down into the car. Walk 
Put the elevator doors to the roof. 
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fivest 


e elevator, a bridge leads to 
another part of the roof. Walk across and turn left. Press 
the button to summon the window washers lift and jump 
on. Activate the controls to take you to the next roof sec- 
tion and the next scene. 


Scene 5 


You've made it over another hurdie, but the next will be Fig. 12-30. Cate summons the 
even trickier. You must get through these offices and take window washer's lift fo take her 
the security elevator to the upper lnb 
area and the safe. You must find at 
least eight Intelligence items along NOTE 
the way. 
The doors in this office are The locations of the 
Japanese in style, and look like eight intelligence | 
walls. Walk forward from your start- items are random. | The closet to 
ing position and open the door in he walkthrough NM ER Ka the left of your 
front of you. After the guard passes, will indicate the hi RER, starting posi- 
kill him with a head shot. Move into fastest way fion stores 
the hallway. through the level a suit of 
Turn left in the hallway and wait To find the items. body armor. 
for the camera on the far wall to check every room Ì 
turn away. Run and get under it. vou come to, 
When you can, move down the hall including catfete- 
ta the right. Follow the hall around rias, bathrooms. 
to the waiting room (it's filled with and hallways. 
racks of magazines), being careful of 
cameras and quards, 
Keep going straight to the wall, then turn right. Open 
the large door on the left and go through this large 
office to an open area at the back. 


LE Iseg 
smste Bret 
Log biel 


Fig. 12-31. Cate reaches the 
waiting room. 
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In the open 


Lorea, tum ‘ BE 
fight and kJ ee Li 
climb down 

the ladder. 

Open the 
| door and 
er another 
desks. Go to 
e door direct- | 
Wy across fom U gig, 12-32. It looks like construction is 
[you and open going on here as well. 
it. Listen to the 
Bguards talking on the other side of the wall. They 
sknow you are in the building, but don't think you'll get far. 
E Head right through this hall and turn left. Follow this hallway until you find the restrooms. Face the 


festrooms, then turn around and go left. You see a glass-enclosed room ahead. This is the security 
Dnce. 


Fig. 12-33. Cate reaches the floor 
below, She'll find the elevator here. 


Skip the ladder for an 
even sneakler way 
down. Jump to the 

L duct and crawl 
across if, then JUMP 
fo the floor below: 
Open the door 
on the right. This | ' on 

leads to the „N 
haltway to the Fig. 12-34. The security office holds 

left of fhe controls for the elevator. 


\ fhe desk- 


ned ram. 
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Enter th code breaker on the numeric 
pad on the right. lt opens the elevator, which 
is just outside this room to the left as you face the 
main hallway. 

Go to the elevator and walk in. You're taken up to the 
main offices automatically. 


Scene 6 Lo Ee 


Finally, you've made it to the executive offices. You still rust Fig. 12-35. Once again, the code 
locate the Baron's hidden safe. As you might expect, this breaker comes in handy. 
area is crawling 

with goons— 

and you 

still have to 

navigate 

the security 

system. 

The trick is 
to find the right 
place to 
announce your 
presence. That 
way, you can kill Fig. 12-36. These guards will wander Fig. 12-37. Cate decides fo let this 
off most of the off after a few minutes. guard live… for now. 
guards at the 
same time. Walk forward and listen to the conversation of two guards around the corner. When 
they are finished, they walk off; follow carefully. | 

There's a camera over the desk to the left, Stay away from it to avoid raising the alarm, Sneak up | 
the stairs to the top and kill the guard patrolling this area. Go out the other side and around the 
corner to the left. Turn right at the next corner and go through the door on your right. Be careful of 
the camera across from this door. 

Now wait. The second quard from the conversation you overheard patrols this hallway. He should 
walk past fram right to left. If the camera is panned away, kill him with the crossbow. If not, let him 
walk by, then return to the hallway and turn right. Follow the hall to the next door, which will be on 
your left. Duck into this room and wait again. 


in 
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Listen to 
the conver- 
jsation of the 
two goons 
| outside. Arm 
yourself with 
your best 
weapon, then 
| let the camera 
| outside the 
door here spot | | 
you. Move to 12-38. The goons start attacking, _Fig. 12-39. The alarm has already 
the back cor- Tof tine Ce iet sounded, but turning if off will spare 
ner of the room, you headache. 
against the wall with the window. Your enemies can't see you 
through the window, and must attack through the door. Line them up and gun them down. 
You're able to kill off seven or eight gquards this way without taking a scratch. When the 
onslaught is over, leave this office and turn right, toward where you started. There's an open door 
ahead of you down the hall. Go in and flip the switch on your left, which resets the cameras and 
turns the alarm off. | 
| Grab the body armor in this room, then go through the 
other door. Follow the hallway straight ahead until it ends. Enter | 
the large room at the end and go through the daor on the 
right. This will reveal a large area filled with office cubicles. 
More guards wait 
here; move around 
carefulhy and take 
them aut. 
Go up the stairs 
in the back of the 
room to the balcony. 
Take the first door on 
your left and enter 
the red corridor. 
\ Follow this to a door 
at the end and go 
N through to Baron 
E Dumas's office. 


| Hip the switch here 
/ to shut off the video 
EK camaersin the 
office. If vou filp the 
switch twice 
‚vou will turn 
fhe cameras 
back on 
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Inside the office, go 
up the stairs to the 
receptionist’ s desk 
| and through the 
You will pass a door doors. This is the 
on your right in the | Baron's inner office, 
red corridor. There is and like much of the 
a goon sleeping rest of the building, it is 
behind this door. | decorated with his tro- Fig. 12 an Duinaës omss! 
If you move | phies. The picture of the keep getting nicer and nicer. 


quiefly you fox is crooked. Attempt to 
want wake 


straighten it to reveal 
him LD. 


a numeric keypad. 

Use your codebreak- 

er on it. 

When the code- 

breaker is finished, the 
door between the giant tusks will open up. Put on your 
glasses and switch to the infrared view and follow this cor- 
ridor. Around a couple of corners, you'll find the first 
infrared alarm. Simply duck under it as it moves up and Ee 
down, then proceed around the next corner EE a r a. Ve | 

Things are a little bit tougher here. There are four infrared — Fig. 12-42, There ís a numerlc keypad ” 
alarms in this room, but all you need to do is walk underneath behind the picture of the fox. 
them as they pass overhead. 

Now things get really et J In the next 
room. 
there are 
several 
mare 
alarms 
mMmOvng Ver- 
ticalhy across 
the room, 
but there are 
also some 
moving horl- ee 
zontally Fig. 12-43. Cate' 5 re deni here Fig. 12-d4. The next room is a liffle 

is no challenge at all. more ea sek only margin- 
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MErouch down 
and watch 
the lowest of 
he horizontal 
alarms. As soon 
as it starts mov- 
mg away from 
Du, MOVE in 
and craw! 
Howard the back 


lwall. Approach | mo ns 
{he beam near - 12-45. Now things 
he fioor, and after en ON 


{starts to come 
| b gek toward you, jump over it. Continue under the beams to 
he doorway at the back of this room. 
There appears to be no way to get through the next room. Alarmms move in all directions—too 
Iemany to keep track of. Fortunately, there is a way through. Open the grate at your feet. Drop to the 
Moor below and crawl under the alarms. 
| At the far end, pop off the grate above you and jump 
Pp. You've made it to the safe. Jump out, put … 
in your glasses, and snap a picture of the 
iedger. The scene switches now. You're out- 
side and you've got what you came for, but 
dom Goodrnan seems distressed. You quickly 
galize that he's being held at gunpoint by 
Volkov! 
Volkov tells you to drop your weapon, but 
lom tells you not to. Just as you appear ready 
D drop your pistol, Tom jumps in front of the pd / N 


SRussian and tries to take the gun away from | aah 
‚Volkov fires, and Tom tells you to run. You've ide nf rc 
fust lost another partner. : 
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CHAPTER (3: MISSEN 9—RESCUE ATTENPT 


The Briefing: An Ounce of Hope, a 
Pound of Despair 


Tom Goodman is dead, like Bruno, slain by Drnitrij Volkov. You 
stand on the firing range, reliving Tom's death and trying to 
work out your frustration and sorrow by imagining Volkov's en 
face on the targets. But there is still work to be done. You are | Psd 
called into the briefing room for a new assignment. hef 
Jones commiserates with you, but you still have a job to 
do. Goodman knew the risks going in, and the ultimate goal gene 
may well be worth his sacrifice. Jones recognizes that you are Fig. 13-1. Goodman is dead, but he 
well-suited for your occupation, and tells you that you have gave his life to a good cause. 
perforned extremely well so far, despite the severity of the task. 
smith tells you that nere 5 
been a break 
in the case. A 
train in the 
westerm U.S. has 
been making a 
series of 
unscheduled | 
stops. It's possible | ee 
that this not only | mn | 
has something to * Fig. 13-2. Finding Dr. Schenker | ak 
do wiln HARM, _ “moe gren Pr Peptide ging Fig. 13-3. Camera disablers help 
but also with Dr, Ae Cate get through tough areas. 
Schenker. It's a slim lead, but Schenker may be in this hidden 
location. You must investigate and get the doctor out. 
As the briefing winds down, Smith tells you something interesting about Baroness Dumas. It seems 
that the Baroness and you had similar childhoods, but the Baroness became a very wicked, cruel 
woman because of it. Smith still thinks it's a tenuous lead, but you've got a hunch that she is in on 
H.A.R.M. somehow. 
Before you head off, you return to the Advanced Field Tactics area. You check out the perfume, 
which is an acid compound that silentty kills anything caught in the cloud. You also learn how to ride a fl 
motorcycle and how to use camera disablers, which allow you to circumvent camera security systems. 


| 
Ĳ 


primagames.com 


cene 1 
bit seemed wisest to 
put you on 
the train that 
has been 
making 
unscheduled 
stops. You 
need to con- 
tact the UNITY 
|agent ee | 
onboard, dis- Fig. 13-d. The goons know Cate is - n= 
here, but ihey don't know where. Fig. 13-5. Af first, the conductor is 


cover the man in 
Cate's biggest enemy. 
H.A.R.M.s employ. 5 


{then detach ne 
the caboose 
“from the rest 
of the train. 

Ï __ Startinthe 
galley. A cou- 
pple of enemies 
talk outside. 

Ì Turn around 
and carefulhy 
walk away from En | Lem, | 

them to the Fig. 13-ó. The ticket Cate needs is in Fig. 13-7. The conductor's office is 

|_door at the far Îhe second room on fhe left, near near the front of the train. 

| end of the galley. en TA 
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Open the door and 
go through. 

Your initial problem is the conductor. Walk forward through the car to the back of the next car. 
Hide in the bathroom to the right and listen for the doors to open and close. When the conductor 
has passed, step out of the bathroom and go right. 

Make your way to the first car with private rooms. Two enemies talk at the far end. Kill them, or 

| sneak by them. Inside the second door to the left, you'll find a ticket, Grab this, and you no longer 
need worry about the conductor. 

Go back to the front of the train. When you reach the galley area, kill the two guards who were 
talking earlier. Keep going until you find the conductor's office. Go in and get the item off the desk. 
This will tell you where your contact is. 
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EG 


Naturally, 
he's toward 
the back of 
the train. Pass 
the spot 
where yvau 
got your ticket 
and through 
another car to 
the third car 
with private 5 ; 
berths. Knock Fig. 13-8. Cate's contact tells her Fig. 13-9. The assistant conductor 
on the first door about the assistant conductor. gives up without a fight. 
on the left. Your 
contact appears. He tells you that the assistant conductor seems to be the one in H.A.R.M.'s pay. 
His office is near the front of the train. 

Once again, head to the front. The second door on the right past the conductor 's office is the 
assistant s room. Go in, and he'll surrender to you. Fight your way to the caboose. 

Move back through the train cars cautiously. The goons are on alert now, and they are every- 
where. Check behind every door, look everywhere for them. 

Past the car where you found your contact, a couple of baggage cars harbor additional 
enemies. Kill them all. Jump over to the caboose and detach it. You're ready to infiltrate the 
enemy base. 


A0 


Fig. 13-10. Cate fights her way Fig. 13-11. Cate's back 
fo the caboose. and forth is done. 
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nc es je) 


„A 
While the 
gboose is 
oving toward gan 
B gate, you Fig. 13-12. The caboose pulls in fo an Fig. 13-13. The main base lies behind 
B A couple of unlikely station. fhis boarded-up tunnel. 
ords talking. 
en they stop, they'll move to investigate. Jump off to the right and run for the cliff wall. Sneak 
pund the wall to the freight cars in the back, then sneak around them to the boarded-up tunnel. 
mp over the boards and jump inside. 

Follow the tunnel until it opens into a wide area. A guard patrols 
the high bridge ahead of you. If you take your time, you can drop 
him with a single pistol shot. He falls off the bridge, giving you a 
Hampton SMG. Go around the building to the left and climb up the 
ladder. Be careful of the camera at the top. When it is turned away, 
move beneath it. 

Keep your eye on the 
camera above 
you. When it 
| has panned 
away, FUN ACTOSS 
| the bridge to 


IT AE Reen 

Ë 
the other side. 
Follow this path 


se. Now 
| 
| 
pe 
Er 
| 
until you come to 


must get 
À and res- 

8 building with large concrete doors. There's a 

mole in the wall to the left. Crawl in. 


Kill the three guards 
(a third guard waits 
inside the fenced 
enclosure). This 
gives you a 
Hamptan SMG. 
but it's risky— 
the three 
attack 
\ together. 


4 


k 


| 
| 


Fig. 13-14. Cate climbs to the area 


primagames.com @. 


en ee 


Nad: NEN Aln FOT IE mn 


= * 
an 0 
J\ 


one path to 
follow under 
the house. 
Keep crawling 
until you find 
an area with a 
broken floor. 
Climb up the oak dd 
beams and go Tease 


to the door in | 

- __. — 13-1ó. These beams fake Cate fo 
front of you. Fig. 13-15. The crawlspace at left Kee krtoerpe Hd 
Open it and offers a way under this guardhouse. through the door straight ahead. 
head out into the 


lumberyard. 
Move qul- 
ethy and arm 
your acid 
spray. Use it 
on the guard 
resting against 
the lumber to 
the left, then 
head into the 
main lumber- van | ae …, 
yard area. 


Move through Fig. 13-17. Cate eliminates two more Fig. 13-18. The bike is the 
guards silently. quickest way for Cate fo get 
the lumberyard, where she needs fo go. 
taking every | 
right turn. Eventually, you find an area where you can jump on to the lumber piles. Do 50. | 
spray a couple of guards on the ground with acid. When the cloud of gas is gone, Jump down. 
Move under the camera directhy ahead of you and equip a weapon. Gun down the two guards 
past the motorcycle. After they die, watch the camera above you. When it is panning to the right, 
run to the motorcycle, get on and go forward. Get the weapons from the two dead gquards as you 
pass them. Past a curve, there is a gatehouse containing a couple of gquards. Dismount and kill 
the guards. 
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Get back 
an the bike 
he d drive 
Howard the 
gate. Instead 
al crashing 
ough., 
| /o ‘re going 
© jump it. Drive 
Lup the broken 
Enso, Tais. mts | Fig. 13-20. Cate uses he cycle 
Reu ere se ptn nd 

hapless guard. 


need more than one attempt. This is easiest at moderate speed. If you wish you can open this gate 
manually and just drive through. 


The road is open but filled with guards. Dismount and 
shoot them, or simply run over them with the cycle. Continue 
down the road until you spot the helicopter. 

Stop when you have a good view of the helicopter, and 
arm an AK-47 (you should have at least four of them 
by now). About a clip-and-a-half takes down the helicopter. 
When it is gone, get back on the bike and move 
forward slowly. 

A little farther up the road is a geel tower to the 
left. A couple of 


F If you want to avoid 
fighting. drive the 
cycle off-road, along 
the edge of the cliff 
to the left. You still 


have to fight the nasty guards wait 
helicopter but at the top. One 
you avoid all holds an AK-47, 
L of the road the other is pack- 
\ guards. ing a grenade 
launcher. Kill them 


both, then drive 


\ the motorcycle 
to the ladder 
that leads to the ‚2 mr 
tower's top. Fig. 1 13-21. Cate destroys he 
helicopter with the AK-47. 
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Climb it 
and get the 
grenade 
launcher, a 
UNITY case, a 
codebreaker, 
and some 
body armor. 
Push the button 
here before 
going back 
down the lad- 
der. This opens a 
secret panel in a rock across from the tower. Use the Code Decipherer on the keypad there to 
open a huge door in the rock. 

Hop back on the bike and drive it into the tunnel. You're now in position to rescue Dr. Schenker. 


Scene 3 
This is the 
secret labo- 
ratory, but the 
way in is 
heavily guard- 
ed. Dr. 
Schenker is 
sure to be 
deep inside this 
base, to protect 
him and pre- | 
vent his escape. Fig. 13-24. Cate starts on a long, Fig 13-25 Cae pushos deoperinlo 

Begin on along twisting catwalk. 
metal catwalk. Walk down it, keeping your eyes open for enemies. H.A.R.M. troops infest this 
base; there's no way to avoid detection. Don't worry about it. Pull out your AK-47 and shoot 
whomever appears. 

The catwalk ends at a set of stairs. Head down them and into the guard building at the bottom. 
Flip the switch on the wall, which opens a huge door just outside. Head down the hallway beyond 
that door next. If you don't have a lighter, there's one on the desk in the first room to the right. 


PS) primagames.com 


Fig. 13-23. The tower button opens the _ 
he door fo the base interior. 


Fig. 13-22. This tower is 
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Follow the corridor 


do the dou- 
LE = daors at 
fhe control 


end. Push 


el to the 
ic tto open 
B doors and 


kn 


Bol Toke the ennen | | 
p to the | _ | Fig. 13-27. With the item 


4 Fig. 13-26. The H.A.RM. goons “nep ned 
fight down to are chasing Cate. She's got lo keer aan beten ne 


the next area. At moving to survive. 

the ramp 's bot- 

mm, head through the archway to the right, move through the next area to the right and go 
Mihrough the first door you find. 

Open the gate you find there with the welder and go around the corner to the desk. Grab the 
HED. card off the desk, flip the switch to turn off the security system, then retrace your steps to the 

| large hallway above. Keep your eyes right, and go to the elevator. The intelligence item you just 
4 rabbed allows you fo 


Moht and fol- 
Dw the twist- 
hg corridor to 


he TREE mk elevator ali Kia Fig. 13-29. Dr. Schenker is waiting 
zhe the grafng in he large hallwoy behind this locked door. 
MOU. CONNLES 1O- 


ing the hallway until you come to a large floor grating. Just beyond and to the right is 
n elevator. Take it down. 

Leave the elevator and go left. Walk through the doorway at the end. Follow the new hallway 
Bntil it splits, then take the left branch. The doorway at the end is locked. Shoot the lock off and go 
to find Dr. Schenker. 
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Dr. Schenker is more than happy to see you. He tells 
vou that if he had known this was to be his fate, he never 
would have left Berlin. It appears that H.A.R.M. engi- 
neered his defection, planning to kidnap him the whole 
time. He will now follow wherever vou lead. 

Go aut through the door and turn left. Use the Code 
Decipherer on the door ahead, then go through the next 
hall. Stop at a huge industrial area where large bolts of 
lightning strike the ground. 

The electrical bolts strike the metal floor areas, but the 
concrete slabs are safe. The bolts strike in a 
repeating pattern. Watch them and move 
through during the longest time between 
strikes. Both you and Dr. Schenker have 
time to get across. Standing on a metal 
area when a bolt strikes will instantly kill 
either of you. 

At the far end, use the Code 
Decipherer on the door, go up the 
staircase and look up. Three H.A.R.M. 
thugs lurk on the balcony. You must kill them 
before they kill Dr. Schenker. 

Open the door to the right of the stairs, 
and head through. Go all the way up the 
ramps and stairs to the top. You come to 
the balcony where the thugs were 
atacking 
vou. Run up 
the stairs 
inere and into 
the next area 
to complete 
your escape. 


You have fo Cross 
five pads. Go right. 
then left, left again, 
right, and finally 
straight ahead. 
save your 
\ game fre- 
aquently 


through 
\ this area. 


(J_” You may spot 


guards as you 
[“8 are crossing this 
k 


| area. Shoot 
them fram a 
sate area. 


nog 


me 


- 
4 


| 
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Fig. 13-32. Cate and Dr. Schenker are 
close to escape. 
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Fig. 13-31. Cate clears the way for 
her and Dr. Schenker. 
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CHAPTER (4: MISSION {G— TROUBLE iN 
PTHE TROPICS 

The Briefing: A Stern 
Warning 


Ibu've taken back Dr. Schenker, and H.A.R.M. hos retaliat- 

d. Another explosion has occurred, this tinne in Shilling, 

gland. The death toll from this explosion was near 1300 

inocent lives. It seerns interesting to you that Shilling is the 

Briginal home of Baroness Duras, but Smith suggests that this 

Bspeculation of the worst sort. H.A.R.M. says it will retaliate — en Ennn - 
48 hours until Schenker is returned to its facility. Fig. 14-1. Another H.A.R.M. explosion 

B You now have two days before H.A.R.M. begins detonating claims innocent lives. 

Beople. Unfortunately, you don't have the antidote for the formu- 

B, nor the list of infected people. According to Schenker, the antidote is unstable and must be created 

zero gravity, which implies that H.A.R.M. has a space station. Schenker has seen the antidote,so  * 

dA.R.M. rust have the ability to create it. There have been some unscheduled rockets lifting off from a 

se in the Caribbean. This is your next target. 

On this mission, your code name will be Foxhunt, and UNITY will be Foxhound. This sterns from a child- 

hood experience of yours, when your father took you on a foxhunt. The fox escaped,and you were so 

pressed with it that you adopted it as your own personal symbol, even calling yourself the Fox during 

pur thieving career. 

Before you leave, report to Advanced Field Tactics to check out the new mine detector function on 

sunglasses. 


_ 
Ll 


smearby guards 
discuss the 
darmrival of a sup- 
[Ply submarine. 
dump into the 
water to your 
fight and swim 


% 


PA 
Fig. 14-3. Cate has cleared 


ho the other side. 
Be careful of the Fig. 14-2. Cate is safe from out the first guard. 
camera over the delechon underwater. 
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PATENT IE 


en 
ONE, 
Biest 


bridge to 
your left as 
well as the 
one over the 
door. When 
you can, go 
through the 
door under the 
camera. 

In the hall- 
way beyond, den | 
two guards talk. Fig. 14-4. Another guard in the guard, the elevator he is 
Wait for them to wrong place. standing on explodes. 
finish. One walks - 
into the 
nearby 
office; the 
other starts 
patrolling 
through the 
door at right. 
Sneak into the 
office and wait 


When the cam- p A . \ so | 


era outside | | ns en Je 
Fig. 14-ó. Just a few more guards and 7 at € " | 

pans away, kill Cuts Is home fee. Fig. 14-7. The iorhig daor mission °} 
this guard and awaits behind these doors 


take his weapon, then returm to the doorway. Go down the hallway across from the office. 
At the end of the hallway, use the code breaker on the door. Go up the stairs and shoot the radio. 
Now you need to get to the elevator. 

Head back to the double doors, go through the warehouse, then grab the armor and intelligencen., 
Go through the double door at the far end, turn right and shoot the guard, then get on the elevator. f, 
Take it up 

When the elevator stops, look across the gap. Pick off the guard standing here, and the elevator 
explodes and falls down the shaft. Jump to the center column and climb up the ladder to the 
floor above 


Er 
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EGo through the double door at the top and through the door on the right. Head up the stairs to 
He area at the top. There are two gquards in the guardroomrn here, one on the catwalk outside, and 
B on the floor below. Kill off all four, then move to the door ahead to the right. 

Use the codebreaker on the door here. When it completes its work, get the codebreaker and 
Bad through the door. Walk down the corridor to complete the scene. 
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Fig. 14-9. Cate takes down the sec- 
ond guard and has to deal with 
another in the tower. 


 Sand—auite Fig. 14-8. Cate takes cover while the 
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- Fig. 14-11. The way ahead is blocked. 
Cate can fake the path at right to 
the launch facility. 


the one who comes around the crates. Another lurks in 
LE 9 distant tower. When all three are dead, move out and follow the path to the right. 
| P You come across two quards around a bend. Take them both out and wait for a third to come 
n the road. Beyond him, there are two towers, each with a guard. Take both guards out. 
Continue following the path until you see a fence ahead. You can't get through it. Veer off and 
lake the path to the right. Follow the road here and kill the next set of thugs you come to. 

Beyond these goons is a large. rickety wooden bridge with three enemies on the far side, 


Dm 
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Kill them off. 

As you go 
across, you 
notice some 
weak boards, 
They will col- 
lapse if you 
stand on them 
long, so run 
across, Jumping 
over the large | 
gap. Continue Fig. 14-12. This bridge has seen 
down the road, better days. 

Take out the 
guard standing at the path's end and two near the 
fence at right. Then go left down the road. You won't 
encounter anyone until you find the large stone fort at 
the end. Move in with the Geldmacher and kill the guard 
in the back. then back up and take out anyone who 
approaches. 

There is a guard is on the platform to your right. Kill him, 
then go up the ramp at right and into the doorway 
beyond. You've been detected, and the goons here are 
ready for you. 

Move in careful, and kill the first person you see. You fi 
must get rid of three or iel guards plus technicians here. Fig. 14-15. This ne N 
When they are all dead, go forward and out the door on small tropical stream. 
the left, which leads to a small stream. 

Follow the stream. It eventually widens and reveals a large central plateau with a guard tower. 
There's a guard atop the tower and two on the ground. You must kill ther, But they have a 
significant advantage in altitude, The Geldmacher is the best weapon. 


| 
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When the 
| dead, 


sihere's a ven- 

lation tunnel 

High in the cliff 

val. Attach 

our zip cord 

D the hook at 

e top of 

one sleden Fig. 14-17. Cate uses the zip cord to 
Walk forward Cate is here, and they won't 5 gak 

ine tunnel to RS dee reach the ventilation tunnel above. 

B next scene. 


„cene 3 
B piping system you've entered leads eventually to the launch facility. You must check for the 
mist and the antidote without being spotted. If you are caught, your cover is blown and the 

mission ends. 
Walk forward through the tunnel until it opens into a larger area. Use your welder on the locked 
gate at your feet and climb down the ladder to the beam. Jump to the next ladder and climb 
down to the next beam. Repeat with a third ladder. 
There's only one place to go from here. Step off the beam and drop into the pool. When you sur- 
face, take one of the exit tunnels on either side and start walking through it. 


IM Use vour 


f lighter to 
a Vl 
the 
tunnel. 


| 
4 
|. 


Fig. 14-18. Cate's series of daring 
the water. 
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Eventualky you 
come to a split 
where yvau can 
go straight or 
off to the side. 
Take the side 
tunnel, which 
leads to a new 


pool. Drop into 
it and swim 
forward, | 

What you find rm je 
6 HARM.s faciity 79 wet bart nun weer Fig. 14-20. Cate finds the rocket —_ | » 
for test firing their _\ needstogo. — | engine testing facility. & 
rocket engines. Iwo £ 


scientists in the control room discuss an unscheduled test. While they are talking, swim forward and Er 
climb up the ladder. Go to the next ladder and switch 
to the welder 
again. 

While the 
scientists are 
arguing. you 
need to make 
sure that the 
rocket test fails 
Use the welder 
on the eight 
padlocks hold- 


ing the rocket Fig. 14-21. Cate burns through the 
engine in place locks while the scientists argue. 


You have one 
minute after they finish talking to complete this task and get to safety, so start burning through the 
ocks immediately 

When you are done with all eight locks, go back down the ladders and into the water again. Swim k 
away from the rocket as far as you can. You'll be treated to a short movie of the rocket starting up 
and crashing into a pile of scrap. 

Leave the water again and go back up the ladders. The control tower windows have been 
smashed. Jump over to them and head to the staircase at the back. Go down to the floor. A horde of 
goons will run down this hallway at you. Line them up and shoot them down. Walk past the first door on 

your left and the small cafeteria on your right to the door in front of you. Use the code- 
} Dreaker and go through. 
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Now walk up the stairs to the next door. You still don't 
Shave the list or the antidote, but you've managed to 
ú much further inside H.A.R.M.s facility. 


scene u 


Now things get really nasty. The inner area of this facility 
beerawls with guards and scientists, and you can't risk being 
Spotted. If you are seen, your cover will be blown before 

you have a chance to react, so proceed with supreme 
E: Balih and guile. Fig. 14-23. Cate has r sached 
The start requires a lot of cat and mouse. You need to the innermost part of H.A.R.M.'s 
move forward, but there are technicians and H.A.R.M. goons launch facility. 
rrwhere. Move when the technician near you is looking 
ay and head for the crates to your left. Wait here, crouching. 

The next move requires precise timing. When the goons are looking away, stand up and jump 
Over the crates. Run for the open doorway to your left. You should be able to get there before the 
fwo scientists can turn to look at you. 
Once inside, run to the right, then take the first left into the locker room. Turn left again. 
A pair of scientists talk about another criminal organization. Pull out your spear gun and nail 
hem both. 
Go back 
sto the main 
hallway and 
follow the 
rooms around 
to the far side 
of the building. 
rExit through 
the reddish 
sdoor and turn 


‘right. You are EE 
dlooking out into Fig. 14-24. me door Cate needs is on mo 1 14-25. Kian boto Wii el” 


he left wall, currently hidden. The 
Îhe main com-___guards ore in perfect rh be nice, but all's fair when the safety 
pound. You need pegase de of the world is at stake. 


to get to the far 
side. Move when the goons are turned away, climb up on the crates, then follow the tunnel around 
ihe other side. 
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Turn right at 
the far end 
and listen to 
the two sci- 
entists con- 
verse. They 
are talking 
about the 
failed rocket 
test. Walk past 
them around 


ne comerand Lig. 14-26. Cate's next goal: gef 
through the across fhis open compound. 
door at the far 


end of the hall. 

The next room is a problem. A H.A.R.M. goon patrols it, 
and one of the scientists you just passed is on his way 
here, There's no way around the goon. Pull out your pistol 
and kill him quickly to prevent him from raising the alarm. 
Fortunately, the area is fairly loud, masking the noise. 

Go through the door at the far end of this room | 
and up the stairs. Move behind the crates and listen pn | 
to the two scientists talk. They give you some important is im 
information. First, that this base is out of antidote. Second, pn 
that the next scheduled rocket takes off this afternoon for fig. ho mi one | 
the H.A.R.M. space station where the antidote is made. 

You've got to be on that rocket. Use the radio in this room. 5 

The next move is very tricky. A pair of goons patrols the courtyard # TIP 
beyond the two scientists, and getting around them requires extremely _… 
difficult timing. There is a way te handle it, though. Pull out your spear is 
gun again. If the scientist 

When the goon on the ground is over to the right, nail the goon on armives before you & 
the balcony. He goes down without a struggle. Wait for the other knock off the EE 
guard to walk from right to left near the back of the area. Mail him ear delle: 
when he walks past, then walk by the scientists and up the stairs to aarvie won from | 

raising the H 
alarm after 
n vou leave, | 


ee, 


Fig. 14-27. News of Cate's handiwork 


Te USER 


ik dik 


the left, into the next building. 


Ne IN 
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Follow the 
tunnel to the 
open door- 
way. Listen to 
IE the two sci- 
@ntists talking 
gbout cancel- 
ing the 

daunch. 
5: ocktrack 
down the hal 
(Land wait. One 
IL òf the scientists 
walks out 
into the hall 
toward you. 
Bil hirn with 


a silent 

WEI pon. 
Move into the 
ontrol room, 
oke out the 
ug and the 
second scien- 


_ ig. 14-32. Cate's made it to the 
omst, look down Fig. 14-31. Cate pins the goon to the ENE ee ed reet be ot 
Hito the lower level, back wall of fhe balcony. of this room. 


and pin down the 

\mgoon here. Leave through the door on the other side of 
he room. 

Go dawn the tunnel to the door at the end. Open it 

tand walk through. Sneak into the locker room area to 

your right and kill the cosmonaut. 

There follows a short cinematic sequence of you 

FSneaking onto the rocket. The rocket then blasts off, taking 

IF you with it. H.A.R.M.'s space station is your next target. 


Fig. 14-33, If Cate can get 
fo fhe locker room, she can 
get on the flight. 
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Scene 1 


You've managed to sneak on board the rocket and 
make it to the H.A.R.M. space station in Earth's orbit. Dr. 
Schenker'’s formula must be created in orbit, which means 
the antidote might require a similar production environ- 
ment. It seems likely, anyway. You've got to search the 
space station for the antidote and the list of infected per- 
sons, and then get back to Earth. hark Mis ahs belongs. 

When the mission starts, walk forward and open the 
door with the yel- 
low button 
on the right. 
Walk into the 
hallway. A 
couple of 
guys are talk- 
ing here. 
Because you're 
in a space suit, 
they won t pay 
any attention to Fig. 15-2. Cate checks out the Pink Fig. 15-3. This item will come 
vou. Walk past Space Lounge. in handy soon. 
them up the ramp 
and go left. Open the door at the end of this short hall and walk out. 

Go either direction in the hallway (Goldenrod Sector), because it's circular. You are looking for 
the bar, which will be on the opposite side. Go down the stairs. 

In the bar, approach the bartender. An ID card lies on the bar; grab it and leave, Head up the 
left staircase. When you get back to the hallway, go right. 

Take the first branch in the hallway. This will take you to an elevator. Use the keypad on the right 
to call the elevator car down from the floor above. When it arrives, hop in and take it up to the 
Periwinkle Sector 
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After the 
elevator 
stops, walk 
forward and 
go left in the 
Smain hallway. 
| Slake the first 
left and go 
fhrough the 
door. Head to 
the next door En etn d | 
Sand into the Fig. 15-d. Cate gets ready to ride up Fig. 15-5. Cate arms herself for the 
IF laboratory. Take fo the next sector. gene eas, 
the laser off the 
stable in front of you. You now have a powerful weapon at your disposal; the slightest nick fram this 
Sdevice will disintegrate an enemy. 

You draw attention when you pick up the laser. Kill the guard who moves to attack you, get the 
scodebreaker from the room on the right, then head back into the main hallway and go left, Keep 
going until you find a short branch to the right. The door here is blocked with a red barrier, Kill the 
„guard. Use the item you found in the bar on the panel to the right of the barrier. This removes the 
“barrier. Head in. 
he corridor beyond is vertical, but don't worry, it's a zero-gravity chamber. Move into the large 
stunnel in the center and head up through the door at the end. This takes you into a strange black 
ecorridor, Continue up to the door at the far end and go through. You've made it to the top of the 
"space station, the Raspberry Sector. 
| Exit the zero-gravity area through the 
Fe door and 

nail the 
guard. Follow 
either path— 
both lead to 
the next 
room. Kill the 
second guard 
and go to the 


lift at the back 

of the room. a Pp helst _— 5 
Ride it up, then Fig. 15-ó. Fortunately, Cate has a way — Fig. 15-7. Cate moves to the top of 
run down the to gef through this barrier. he space station. 


narrow ramp to 
the lower platform. 
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Go through 
either the right 
or the left door 
and head 


uE 
down the hall- | 
way to the next n 
door. Go in and he 
listen to the sci- Hon 


Fig. 15-9. Cate flips an important 


entists talk. While switch that will help her get to the 


they are talking. 
use the code 
breakeronthe Fig. deet per be out 
numeric pad next a centra rom af Me 

to the monitor that top of Ihe space station. 


shows a door blocked off with a red gate. If will 
take a few moments. From the scientists you learn that a 
meteor shower is headed for the space station. 

Run back to the central room and over to the other 
side. Repeat the process on the switch in the second room. 
You will hear two more scientists discussing the impending 
disaster. After you have used the code breaker on both 
numeric pads, go back to the middle room and take the lift 
down. Return to the zero-gravity chamber and take it down — Fig. 15- Lijterd atlete ri back 10 
to where you entered. Go out the door you came through, 
back to the Periwinkle Sector. 

You were spotted in Raspberry Sector, so the guards 
are on alert. Move into the cormidar and turn right. Keep 
going until you spot an elevator on your left. Get in and 
take it down, back to Goldenrod Sector. 

Get off the elevator and wait. The quards here are also 
on alert, and some are coming your way. Plug the guy 
who comes around the corner from the left, and the two 
who move in from the right. Go into the main hallway and 
head left. Keep going until you spot a glass doorway on 
your right. Go through, plug the guard, and take the eleva- |I Tr e… | 
tor down to the next sector. Chartreuse. Fig. 15-11. Cate needs the elevator, | 


Walk out af the elevator and through the daor on your down fhe hall fo the left, fo reach the u 
left. Follow a short metal walkway and enter the next sector. 
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next door. A 
guard 
emerges from 
the next room 
and hides 
behind the 
t boxes. Plug 
him, then go 
through the 
door. Move D. le 55 a | 
an — Fig. 15-12. Cate battles her way into : Fig. 15-13. Are they really top secret if 
the hydroponics area. ihere are signs that point them out? 


_hydroponics room 
| and kill the two 
guards. Head out the door they came in and enter the 
long haltway. 

Go down the hall to a quarded storage area. A sign 
points the way to the labs. Kill the guard at the door, 
which opens onto a long bridge over the hydroponic 
gardens. Kill the guard at the far end and head across. 

You can put away your laser now. At the far end of the 
bridge, open the door and go through. Walk through this 
area to the door on the far side and open it. Beyond is 
another door, walk to it and go through. 


Welcome to the umbilicus that connects the space sta- | Fig. 15-14. Right on cue 
| tion to the secret labs. Run across as quickly as possible, the mefeor shower destroys 
because the meteor shower is here. As you run down the H.A.R.M.'s space station. 


hallway, meteors tear through the space station and the 
umbilicus. You need to be at or near the labs when this happens. 

To complete this scene, simply open the door and 
walk through into the red hallway. 


Scene 2 


Congratulations. You've made it intact to the secret lab. 
Find the antidote and get to an escape pod before the 
rest of the space station comes crashing down. 

Walk through the storage area to the door on the 


opposite side. You emerge near the escape pods. Fig. 15-15. H.A.R.M. scientists jump 
You have five minutes to find the antidote and get off ship before me Meteors Mesh 
the space station destroying he space station. 
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A few scientists rush in akal jump into escape pods, blasting their way back to Earth. Walk past 
the escape pods into the elevator and use the keypad to take it down one level. 

Step off the elevator and walk around the central column to the back of the room. The antidote 
is on the table in 
the middle 
of the lab. 
Take it and 
go back to 
the elevator. 
approach the Lr 6,5 ze Ne 
NERD is Al Hah). 
get a bit of a 


vator comes = EE PE ee 

r Fig. 15-16. Cate finds Ihe EIg. 15-17. Because the elevator has — |" 

crashing down. eea zr rijgen Fig. | 

spre W mahseer collapsed, Cate must use theledges [ve 

| open, back to UNITY headquarters. an Mel watte knack ib oben 

but there doesn't pods at the top. 

seem to be any way to get back to the 

escape pods, There is—but if isn t easy. Jump from ledge to ledge around the inside of the elevator « 

shaft, slowly moving up to the door at the top. Ee 
Once at the top, pick an escape pod and jump in. You're blasted home with the antidote 


in hand. 


Same of the ledges 
will break if vou stand 
on them foo long 
You'll have only a 
faw seconds fo 
Jump. isagood 
idea to save 
trequentiy 


Fig. 15-18. Cate heads for home with 
fhe antidote safely in her possession. 
The list of victims? That will have fo 
wait until next mission…. 
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EHAPTER (6: MISSION (2—ALPINE INTRIGUE 


‘The Briefing: Good Luck 
and Godspeed 


You've armrived at UNITY headquarters with the antidote. 
ISehenker has checked it out, and it appears to be com- 
| tely viable. He thinks you have enough to treat every- 
Bra wo has been infected by H.A.R.M., but you don't 
know who has been infected. 
You suspect that Baroness Dumas is behind this. She and 
her husband are vacationing at their chateau in the Alps. Fig. a gr asp rip en ee 
which is where you plan to head next. Smith disagrees, sug- 
gesting that the evidence linking her to H.A.R.M. is too tenu- 
kous. However, he doesn't have a better plan. You believe that you should follow your instincts, 
hand if something happens, you'll leave the chateau. Smith, who has no better leads to follow, 
Bgrees, although he isn't happy about it. You arrange to meet a UNITY spy who has been tailing 
ihe Baroness. 
Before you start the mission, you get a chance to try out the snowmobile. You control it the 
same way you do the motorcycle, and you drive it over a snow-covered version of the 
motorcycle course. 


t with a 
NITY agent 
o tells you 


[hat Baroness 
Dumas likes to 


spend time win- 
dow-shopping 
(and complain- 


Fig. 16-2. Cate's contact informs her 


ing) in this alpine about the Baroness's habits a SND 
village. You must pes Fig. 16-3. Cate spots the Baroness as 
fail her without she begins her shopping trip. 


being discovered by her or her bodyguard. You see the 
Baroness fire one of her men for no reason. This is not a pleasant woman. 
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DD 
Z Be patient! If 
Ü ds vou make too 4 
(SPR much noise, lk 
Baroness Dumas 's 
| bodyguard will 
kn 0 hear and yvaur 
cover will 
be blown. 


You stand on a basen 
overlooking the area where 
the Baroness is walking with 
her bodyguard. Turn left and 
go through the door and 
down the ramp to street 
level. There is one bodyguard 
at the bottom of the ramp. 
Walk around the building. You 
should catch sight of the 
Baroness walking around 
the corner. Follow at a Fig. 1é-d, Baroness Dumas continues 
discreet distance. shopping. Cate has to deal wifh the 

The next part is tricky. The 
Baroness and her body- 
guard walk 
through a 
doorway, but 
leave two 
guards behind. 
Discreetly 
attract the VJ =— 
guards’ atten- Ke EP pe 
tion and lure Ge Er | zi 4 
them back | ” Fig. 16-6. Cate lures one of the guards 
toward the : — to his death. The other will follow and 
ramp. Kill them : Fig. 16-5. Cate sees the Baroness meet a bullet as well. 
both, then contin- moving off fo fhe right. 
ue following the Baroness. 

You spy the Baroness as she passes this narrow hallway. 
she goes by a couple more stores and makes a few 
more rude comments about their merchandise before 
heading off to the right. As she and her bodyguard move 
off, wo more enemies move into position. 

Wait. Make sure the Baroness is gone before you take 
on these guards. Lure them out and kill them quickhy before 
you continue after the Baroness. 

Walk up the stairs to the balcony. Go through the door. 
Climb through the window on the right. Walk left and 
follow the path to the outside, which leads to one thug. 


LI mor 
[8 


p 
5 ke : alwe res Jl 


Fig. 1é-7. The Baroness continues, Iv 
with Cate hat on her heels. or, 
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| Sand her bodyguard go straight, but if you head left, you'll 


| the end of the road and the two walk in. 


Scene 2 


stant doorway on the right. Another guard moves to block 


Chapter 16: Mission 12-—-Alpine Intrigue 
Move carefully to see the Baroness go through a dis- 


Byour path. Kill him before you continue. A fun way to do 
this is to shoot the icicle above his head. It will fall and 
skill hirn. 

Turn the commer. Two paths lead straight and to the left. 
Take either: both lead to the same place. The Baroness 


see where they are going. Her bodyguard opens a gate at 


Now comes the trickiest part. Two quards are close to the 
Baroness and her bodyguard. Kill them very quickly and very Fig. 16-8. Two final guards stand 
quietly or you will be discovered. Lure them away and slay between Cate and the gondola. | 
ihem, then move to the open gate and enter the open door- | 


| way to exit. 


After the last of the guards are dead, walk forward through the opened gate and into the build- 
sing to your left. After you are inside, catch a ride on the gondola to the middle platform. 


You've got 
to reach the 
chateau, but 
it won't be 
easy. This 
landing is 
crawling with 
guards and 
security cam- 
ae ad Fig. 16-10. Cate's first task: get past 


stealthy to avoid Gr ENEN ais Tin ae 

the guards and 

open the gates to the inner compound. If you are detected here, your chance to reach the chateau 
is gone. Thi is your greatest challenge. 

There is a short cinematic scene of Baroness Duras abusing her guards. As soon as this movie 
ends, slide right to a position next to the building. Wait here for a few seconds before carefully creep- 
ing forward to check out the area around the corner. 

Peek around the corner. You see a guard and hear a door opening nearby. Another quard comes 
down the stairs to your immediate right. Time your next move carefully. When the quards are both 
looking away, run up the stairs and through the door at the top. 

This puts you inside the barracks, alone. Get the silencer for the Hampton SMG in the closet. Walk 
through all of the doors until you come to a large area filled with bunks. The door leading 
out has several pairs of boots next to it, Open the door and wait. 
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part is tricky. 
There are a 
couple of 
guards and a 
video camera. 
Wait for the 
guard to walk 
past from right 
to left. When the 
camera is turned 
away, go through - Fig. 1é-11. This door leads back to 
the window and the grounds outside. 
go right down the 
alley. At the 
end of the 
building. turn 
left and 
hide behind 
the crates. 

A guard 
patrols this 
area. Wait for 
him to walk 
away lo the left, L_ fig. 16-13. Two guards and a camera 


then follow him make getting past the garage hricky. 
quietly. Open the 


garage door on your left and duck inside. Explore nearby 
rooms to find the rocket launcher briefcase. 

A couple of quards talk outside the garage.After they 
finish, one walks into the building next to the garage. Wait 
for the patrolling guard to walk past, then sneak into the 
door the guard went through. Do this when the nearby 
camera is turned away 

Things don't get easier. Be watchful of the camera to 
your left and move in, hiding behind the crates. Go to the 
far side of the warehouse and open the daor on the left 


wall. If leads outside. A couple more guards talk here. When 
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Fig. 1é-12. The garage on the left is a 
perfect place for Cate to hide. 


the warehouse u 


Fig. 16- 15. Two guards patrol outside 


| 


and the guards 05 n Lo & 
are turned Fig. 16- 18, Cate hides behind the Fig lé-17. The Code Decipherer 
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they finish, one 
moves off. 
Stay hidden 
while this is 
going on—a 
guard patrols 
the ware- 
house as well. 
When the 
coast is clear 


away, go out- covered crates. One slip-up, and the opens he way lo the inner com- 
side through this guards will be on her. pound, but Cate's sneaking is only 


door. Hide behind Ben cone. 
the covered crates to the left. While the guard is nearby, sneak behind these crates and to the 
guardhouse door. It's next to the crates, beneath a camera. 
Inside the guardhouse, use the Code Decipherer on the control panel. This opens the gate 
ahead of you. The good news is that you've opened the way into the compound. The bad news is 
that now you have to sneak all the way back to your starting point. 
Go back past the covered crates to the warehouse, then to the garage, and back through the | 
barracks all the way to the gondola platform=—=slowly and | 
carefulky. The 
guards are 
all still active, 
because 
you didn't 
kill them. 
You re 
almost done. 
Move down the 
path, being very 


careful of the 4 fr B are 

camera ohead. Lig. 16-18. Cate returns to the gondo- -_Fig. 16-19. Once past this door, Cate 
When it and the la area, but this me the inner will have reached the inner com- 
guards are turned compound is open. pound area. 

away, Move 


through the open gate and head for the large tunnel door. Hit the switch to open it and run inside. 
You've made it undetected. 
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Inside the compound, you run into your UNITY contact. He tells you that taking 
the main gondola would be suicide, but a few miles away is a serv- 
ice gondola used mainly for 
supplies. Even better, a 

guard shack houses a 
snowmobile to cut down 
your travel time. 

Move toward the large 
house in front of you and 
climb the stairs. Go left at the 
top and follow a stone walk- en A ten men 
way. There's a guard on a dis- | | re 
tant balcony. Take aim with hd hege cad 
your pistol and drop him with a 
head shot. 

Move toward the arch to 
your left. You 
hear two 
guards talk- 
ing. Hop out 
of the shad- 
ows and kill 
them both. 
Take out the 
guards on the 
balconies over- 


You needn't | 
k sneak through 
hk fhis level. You 
can kill the 
‚ guards with 
impunity: 


looking this area (== ml ELSEN _ png __ 
as well and cok Fig. 16-21. The Bacalov Corrector kills Fig. 16-22. Cate finds a suit of body 
lect their both guards with a single shot. armor—a tremendous help in the 


weapons. hey will 
be useful later. 

Go through the door in the far right-hand corner and up the stairs to the balcony. Walk out the 
door ahead of you and through the door on the left, You are in a short hallway with three doors. 
Open the rightmast door and kill the guard beyond. Get the body armor here, 
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This alerts 
ihree other 
guards, who 
run right 
to you. 
(Alternatively, 
you could kill 
the three 
guards on the 
| Heft side first, 
hen sneak up wen en. pe | | 
On the righi-side Fig. 16-23. Cate jumps down | - Fig. 16-24. These guard towers stand 
guards.) You from the eaves. between Cate and freedom. 
should have an 
AK-47 by now, so equip it and cut them all down as they run through the doorway. Leave this room, 
go right to the last door and enter. Climb through the open window to the eaves, and use the 
Crates to get to the ground 

Run up the stone path to your right and go left around the buildings. Kill the guard standing 
here, then go left until you spot the guard towers. From this position, you can kill the remaining 
| Sguards in this area. Take out the one in the closest tower first, then shoot the spotlight. This draws out 
a guard on the lower balcony on the right and another guard on the left. Kill them both. The quiet 
| way is to kill the tower gquards first, then avoid the spotlights to the gate. 

Move in and take out the 
final guard in 
the left tower. 
Collect any 
weapons you 
can, then 
move to the 
_ground-level 
grate between 
towers. Open it 
and drop to the id, 
ice below. _—_ - nn 

The ice Fig. 16-25. Cate finds a way out, but it Fig. 16-26. Cate must unlock this gate 
breaks under your MT In NN or me unoer me Ice. 
weight. Once in the 
water, you have five minutes to reach shelter before you freeze. 

lake a deep breath and swim underwater to the locked gate. Shoot the loek and go through 
the door when it opens. Swim forward and look for weak spots in the ice above. Break through and 
climb out 


_… Asta 
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Rearm your AK-47 and move down the path ahead. You 
have a long walk, and there are a few danger points. 

Any time you see a diamond-shaped sign, look for 
treacherous terrain beyond. 

At the first sign, kill the thug who is armed with a 
grenade launcher. After this, you need to jump to a ledge. 
Follow the ledge across the ice bridge—moving quickly, 
because the bridge will crack and fall under your weight. 
Move on to the 
next sign. 

The area beyond the second sign consists of small 
ledges that also break under your weight. If you run across 
them. you shouldn't have much difficulty. 

Keep walking and keep your eyes left. When 
you see 
smoke, walk 
toward it. It 
marks a 
cabin where 
you can get 
warm. 

Walk to the 
cabin. The 
scene switches 
to the interior of 
the cabin, and 
you warm your- under Cate's weight. Cate's contact hendinbd 
self Dy the fire. 

You've made it without freezing, but you still have work to do. 
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Scene 4 


rou ve Mman- 
_aged to 
Sovoid freezing 
Bo death, but 
you stil 
haven't 
reached the 
chateau. Using 
the radio in the 


shack. you | 

mj Fig. 16-31. Cate's driving is at an end 
report your | Fig. 16-30. Cate finds transportation for now. To continue, she must find a 
progress to UNITY to the gondola. way through this fence. 


headquarters. 
Go outside and hop onto the snowmobile. Take it straight up the hill in front of you, heading 

between the trees. 
The only tricky part is the ramp ahead of you. You need to hit this at full speed to make it over 
| the chasm to the far side. After you land, continue forward until you reach the bridge. Stop, get off 
jsthe snowmobile, take out the guards on the bridge, then drive through the tunnel. 
| Beyond the tunnel, get off the snowmobile and walk forward. There are five enemy guards 
ahead of you that 
are best 
handled 
from the 
ground 
instead of the 
snowmobile. 
[5 Take them 
| | out, then con- 
Û tinue driving. A 

littie further on, | 4 | 
ge OE Fig. 16-32. Cate takes aim at Fig. 16-33. me gate bypassed, Cate 

a second group fhe barrels. goes on her way. 
of five guards, 


which again should be handled from the ground. Driving through these groups is a good way 
to get killed, since they shoot you from behind as you drive through. 

You have to stop again when you come to a fence in your path. Get off the snowmobile and 
look around. The fence is locked and electrified, so if you approach it with your lockpick, you'll be 
electrocuted 
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On your waw | ii 
vouil come IM 
OCOS 0 MNE- 

field. Use the mine | 
detector function 
of vour glasses to 

pick a sate path. 


There are three Er here. Kill the one in front of the fence with 
whatever weapon is handy, then take out the two across the way 
with the Bacalov Corrector. There's one in the tower and one on the 
ground near the building. I 

Go to the body of the guard near the fence and take his weapon, | 
a grenade launcher. Grab the UNITY case and the grenades, then | 
take aim and blow up the red barrels near the building on the other 


side of the chasm. Wo} stop frequentiy 
This destroys the small power station that electrifies the fence next and plan your 

to you. After the power is down, weld the lock and open the gate. route io gef 

Get back onto the snowmobile and drive through. | fhrough safely. 


Keep driving. When given a choice of paths, take either. 
They go to the same place. Be on guard—more goons 
may be lurking nearby. It takes time to get where you 
are going. Use your sunglasses to navigate the mine 
field, You pass under another bridge. Keep driving until 
you see another fence In front of you, then dismount 
again. 

The next part is tricky. There's no obvious way over or 
through the fence here. To get past it, jump up on the 
crates then jump over the fence. Be very careful around 
the fence, because it is electrified, and you can zap your- 
self while jumping over. Kill the two guards, then drop down 
to the ground.” 


Fig. 16-34. The buildings on the left 
indicate that Cate is near her goal. 


Fig. 16-35. Cs naan 
to use fhe crates fo jump 
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Follow the path to the tunnel on your left. Kill the guard standing outside as well as the two in the 
tunnel. Take the elevator up to the next level. 
| Ht will stop inside a small Building in an area packed with guards. Eliminate the competition. Go 
fhrough the door on your left and all the way to the end of the hall. Kill two quards here. Wait for 
three more to show up and kill them as they run into the room. 
Return to the elevator and look outside. There are several quards patrolling the area and a cou- 
spie in the quard towers to the right. Take out as many of them as you can from this position, then 
fun to the gondola. 
IFE Flip the switch and jump inside the car before it starts moving. This will take you up to the 
| Schateau, and out of this mission. 


2 en emee EEE neme Pe 


Pen Ei mn dn 
Fig. 16-37. Cate's Bacalov Corrector 
comes in handy again. 


eK 


ari 


- Fig. 16-38. This gondola will take Cate | 
up fo he Dumas chateau. 
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CHAPTER (7: MISSION (3—THE INDOMITABLE | 
CATE ARCHER, SUPERSPY 


Scene 1 
You made it to the chateau, but that's a small part of 
the job. You must sneak in and find the list of people 
infected with Dr. Schenker’s formula, or your work is 
for nothing. 
Walk across the beams in front of you. Follow the rooms 
to the twisting staircase and descend. 
Gao through the daor on the left to the gondola plat- Á 
form. Watch out for a guard here. Go to your right around — 
the machinery and through a daor on the other side of Fig. 1-1. Cate finds he staircase Ihat ” 
leads to ground level. ke 
the platform. pe 
Go around the crates in this room to the short staircase and up Ke 
to the door. Behind it, you spot a goon. Shoot him and his friend who comes to investigate. Take ju 
their weapons and enter the office—the open door on the left as vou walk In. | 
Walk to the ladder at the back and climb to the top. Open the hatch and crawl out. Crawl 
through a hole in the wall to your immediate right after you get off the ladder. 


Fig. 17-2 Cate doesn't want fo set off 
fhe alarms. 
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At the 
end of this 
tunnel, drop 
onto the 
gave outside. 
Go straight 
ahead, then 
Flump to the 
next eave and 
If walk up it to a 
small ledge. 
rawl onto this Fig. 17-4. These e EE 
ledge and look storage room. 
Inside. Use the 
Crates in this 


Fig. 17-5. Cate needs that electrical 


IS Use your 
[Slockpick on 
She gate lock 
and go 
frouh 
Follow the hall 
sto the left and 
[Senter the first 
| room on the - Fig. 17-ó. This elevator carries Cate to © 
| “right. To the right, me Boor above. 
a technician 
stands in front of an electrical box. Kill hin, then close 
he panel and flip the switch. This activates the elevator 
you'll use later. 

Go back to the hallway and turn right. The corridor 
ends in a set of broken stairs. Jump down, then over the 
fubble. Follow the hallway and take the first left. Look to 

the right before you enter the room on the left—a guard 
patrolling this area is often found in the doorway to 
the right. 


Move into the next room and go to the elevator at left. Fig. 17-8. pannen may be 
Flip the switch and ride it to the top. a bad guy, but he's not a 
After the elevator stops, get off and walk straight ahead cold-blooded killer. 


down the staircase. Take a right at the bottom and walk 
toward the courtyard 
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Before you can get through this area, you are ambushed by Armstrong, who knocks you cold. He 


discusses with a goon the relative merits of keeping you alive versus tossing you off a cliff—but 
decides to keep you alive for now. 


Scene 2 


You awaken to 


learn that 

you've been 

captured. | 

Baroness ' 

Dumas is not ‚ 

just in the | 

employ of 

H.A.R.M., she's er | | . , 

es raid Figs. 17-9 and 17-10. Cate is trapped, and in 45 minutes, she's doomed to be a 
human fime bomb. N 

to destroy 

the world's 

aristocracy—to kill off the type of people who shunned her and her mother years ago. 

The Baroness also tells you the dart that hit your neck in Inge Wagner's club in Mission 4 infected 
you with Dr. Schenker's formula. Wagner was supposed to : 
give you a 1O-hour fuse, but she gave you 10 days je 
instead. You've got roughly 45 minutes before you com- | 
bust.The Baroness calls in Armstrong to watch you. Have , 
along conversation with this Scottish thug. At every | 
opportunity, make fun of his manhood until he accepts k 
your challenge to fight. He releases you and the two of Ni 
you start battling. You've got to knock him out before he | k 
can overwhelm you. k 

Stay on him and keep swinging. You take some | : 


damage, but if you back away he still hits you with his 
longer reach. Move too far away, and he tosses Fig. 17-11. Cate and Armstrong 


explosives at you go foe-to-toe. 
There are two ways to beat Armstrong. The first requires 


you to bob and weave. Move in to tempt him to throw a punch, and back out before he 
can hit you. Before he can swing again, move in and smack him. Back up too far, and he either 
throws a grenade at you or smashes the ground, both of which damage you severely. The second 


method is just as effective, and certainly more fun. When he pounds the ground, jump 


en 
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on his head, look down, and give him a thorough beating. 
As long as you remain on his head, he can't hit you. 

Go through the double doors ahead of you to the 
hallway. Follow it to the left and wait at an open window. 
When a searchlight outside has passed, Jump out to the 
balcony and crouch. Wait for the searchlight to pass 
again, then jump to the balcony on the right. From here, 
jump to the ledge to your immediate right, then over to 
the open window. Watch out for the guard and gran sld dede ke 
your equipment. ij . 

After you have your equipment, unlatch the gate and Fig. pe ve sheer 

go. 
open the door. Move forward and take out the two guards 
in this area before going down the ladder. This deposits you in 
a storeroom. Move to the hole in the fence 
and crawl 
through. 

Move 
around the 
crates to the 
next door. 
You'll see the 
light from a 
searchlight 
outside go 
past. When it et. 
does, open the Fig. 17-13. Cate plays cat and mouse Fig. 17-14. Cate sneaks 
door and shoot with the searchlights as she looks for under the fence to continue 
the guard on the her lost equipment. on her way out. 
balcony under the 
light. Twa more guards will run in 
and attack you. Drop them 
both. then go outside. Weld the 
lock off the next door and head 
through. 

Avoid the stairs. Instead, go 
into the room oan the right and 
head to the woodpile in the back. 
Click on the piece of wood that is 


SHICKING out to reveal a | Re / N Ee, 

nidden elevator. Jump in to com- En 

plete this scene Fig. 17-15. This hidden elevator leads 
RE fo a secret base. 
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Scene 3 


You escaped 
the chateau, 
but you now 
have only 10 
minutes before 
you get blasted 
to the four cor- 
ners of the world. Bar 
You've got to „kf n m : 
find the anti- Fig. 17-1é. The Baroness heads to her Fig. 17-17. Cate ís running out of time 
dote—and quickly, lair, unaware that Cate is after her. and must make every move count. 
Then you must find _ 
Baroness 
Dumas 's lair. 

This scene 
starts with a 
short movie. 
The Baroness is 
headed to her 
lair below, and 
she does not 
wish to be dis- 
PN p Fig. 17-19. Cafe uses the zip cord to 

You're head- Fig. 17-18 Anclher guest gel kia 
get dsunin the way of a spray of bullets. pull herself out of the gas chamber. 
elevator as this 
scene begins. Enemies abound, so move carefully. Sneak out of the elevator and behind the crates at 
right. Using them for cover, run across the train station and go up the stairs on the far side. 

Follow the stairs to the top, then walk along the catwalk. Go around the glass elevator and up the \ 
next sat of stairs. Knock out any personnel you encounter along the way. 

In the hallway past the glass elevator, arn a weapon and move carefully. Kill wo guards in the room | 
to the immediate left, then ga down the ladder. 

Follow the hallway at the bottom of the ladder until you come to a glass-sided doorway. Switch to 
your zip cord and walk in. After you walk in, the doors seal. It's a trap! Poison gas starts pouring into the pr 
room. Use the zip cord to pull you to one of the hooks above you. Arm a weapon and head to the 
ladder at left. Go down, kill the guards, and flip the switch on the console. This activates the fan, which 
takes care of the gas. When the gas is gone, the exit opens. 

Go down the stairs past this door and follow the hallway to the end. Walk past the staircase on 

<< your left and kill the next two guards to the stairs at the end, Follow the scientist up and 


eLÌ 


D 


Be 
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eknock him 
benseless on 
your way in. 
Follow this 
dark hallway to 
the metal cat- 
swalk at the end. 
When you can, 
go right to the 
platform with the k F 
“Knock him out. Fig. 17-20. These stairs lead Cate Fig. 17-21. Cate finds the antidote, 
fhen activate the fo he antidote. but sfill needs to get it. 
controls. Below you, a 
dose of the 
santidote will 
be moved out 
of the lab. 
Retrace 
your steps to 
fhe staircase 


fhat led to this 
lab. Under the 
stairs, you see bl 5 
he antidote __ nd IE 

appear behind Fig. 17-22. The antidote arrives, with a Fig. 17-23. Cate fights her way past 


== _ 


he glass tube in few minutes fo spare. the guards in the train area. 


front of you. Open the door and get the antidote. You're safe for now—a weight off your shoulders. 
# Go back down the hallway to the stairs you passed earlier (on your right). Go up and kill the guards 
ot the far end near the train. Go left in this roorn and kill the two guards in the next area. 

There's a hatch in the floor of this room. Pick the lock and climb down the ladder. Walk into the hall 
sand tum left. When you reach the door, the scene ends. 


Scene 4 

Now it's time to get to Baroness Duras 's lair and retrieve the list of victims. The scene begins with 
Molkov talking to the Baroness. They know you have escaped and recovered the antidote. It appears 
hat they will be leaving the chateau soon. Something is up— which means you must find the list and 
get out quickhy. 

You begin in a long, narrow hallway. Wait a moment for the technician to walk past, then move for- 
ward and take the first left. Sneak around the technician (or knock him out) and continue to the door- 
sway on the right. 

Follow this comidor to the door at the end and go through to the train station. Guards and armed 
technicians are around, If you manage to avoid triggering the alarm, you can carefulky 
walk down the metal pathway ahead of you. Otherwise, you have to fight your way in. 
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Follow the 
metal walk- 
way, and go 
into the first 
room on your 
left. Work your 
way to the right 
and head s 
through the wrang Woe gen voe vaneen Fig. 17-25. The alarm is 
corridor. You’ Fig. 17-24. Volkov and the Baroness oi rg tea beid 
emerge on a walk- discuss Cate's escape. fght the enemy troops. 
way under the 
tracks. Move forward, 
clearing ten 
guards from 
this area. 
Trudge forward 
using the only 
possible route, 
until you end up 
on the tracks. 
When you get 
pini 5e | Fig. 17-27. Cate uses the crates to — 
side, go up the e jump over the dangerous rails. pese 
stairs to your left, Fig. 17-26. The narrow corridor and | : 
pass by the stairs lead up to the frain platform. EE 
control room, and 
head out of this area through the door ahead. Get 
ready for a lengthy stroll. id. 14 
When you get halfway across the bridge, barriers 
appear on both ends. The bridge starts disappearing from 
the middle, forcing you into the water. Before you drop in, 
kill the guard on the balcony to your left. He falls into the 
water, and the shark swimming below you makes a quick 
meal of him. With the shark distracted, jump into the water 


ee 


| 


" 


aes 


en 
Ps 


and swim in the opposite direchon. ——— => he 
Fig. 17-28. This inner raam has the hi 
look of a comfortable lounge. 
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Swim 
| under the 
orch to the 
ront and jump 
bonto the stair- 
ease at the far 
send. Walk up 
Kihe stairs to the 
{door at the top 
ond go through. 
Follow this hall- — e | — LZ | A 
to the end, Fig. 12 17-29, 29. Cate is frapped, with , 17-30. These guards protect the 

ae a guard above and an angry er private elevator to the lair. 
Suardi stand in shark below. 
ont of an 
„elevator. Kill 
the guards 

jump into 
elevator. 
takes 

to the 
oness s lair. 
Walk off the 


sAgain, it looks like Fig. 17-31. The Baroness spared Fig. 17-32. The office of Baroness 

0 comfortable and no expense in plotfing her Dumas, complete with a Warhol- 

sepulent lounge. world domination. esque portrait of herself. 
Activate the tap in 
bar, and everything changes—maps appear, couches 
fold away If looks like everything you'd need to plot world 

| ination. A doorway also opens in the back of the 

‚Head there next. 

A very long corridor leads through a rock tunnel. At the 

feend, two last guards stand in front of an office. Kill them both 
ond walk inside. 

|® Move to the chair to your right. Activate the controls, 
and the portrait on the opposite wall slides away, revealing 
Ihe safe. Use the codebreaker to open the safe. The list is 
Inside. After you grab the list, the Baroness appears and E 

commands her two thugs to kill you. Gun them down as Fig. 17-33. 3. Finally, the list! Now 


ihey run into the room. all Cate needs fo do is get back to 
To complete this scene and this mission, open the door and UNITY headquarters. 


walk toward the helicopter waiting at the far end. 
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CHAPTER 18: MISSIEN 14—A VERY 
BiG EXPL@SIEN 


Scene 1 

You've got the list of infected people, but it won't do any 
good if you can't get it back to UNTY headquarters, Rather 
than risk it, UNITY-has come to your rescue. A squad of troops | 
is being moved into the chateau by helicopter to extract you 


and the list. Your job is to reach the helicopters on time to Fig. 18- 1. The UNITY force moves info 8 
complete your mission. help Cate get out safely. a 
Arn yourself with the Gordan 


SMG and take out the two goons 
entering the kitchen as the mission — 
starts. Leave through the door they 
entered and follow the hallway. 
Enter the room to the right. 

You need to move quickty now. 
Three H.A.R.M. thugs will turn over 
the large table in this room and fire 
at you from behind it, While they are 
tipping the table over run in behind 
the table and drill all three of them. 
There's a suit of body armor near 


the fireplace. Get this, then open Fig. 18-2. Cate drills hree thugs j 
the grating on the back wall and before they can eliminate her. n 
go through. T iP 


At the far end of this secret passage. open the grate and kill the two k 4 k 
guards in the hallway beyond. Tum to the right and open the large double EE md w 
doors. This leads into the main hall. 

You'll face your first serious battle of this scene here. You've saen the 
Elite Guards in cinematic scenes earlier, but now you have to face one of 
them. She'll come from the balcony across the hall, and will attack with 
a Geldmacher. Use the pillars for cover and kill her off with the AK-47 or 
the grenade launcher. 
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Îhe Gordon 
SMG with 

hk phosphorous 
rounds also 
work well 


« against the 
Ì % Elite Guard. 
DN N lk 
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Go up the 
stairs and to 
the right. Go 
straight 
ahead. You'll 
see on area of 
the wall in front 
of vou that 
looks like a 
door. To open it. 
move the pic- ‘ | Ne 
ture to the left of | GAME Aa Oer: Fig. 18-4. Cate eliminates another 
the hidden door. + Fig. 18-3. Cate takes on the first of the three guards quickly, thanks fo the 
Open the wood three Elite Guards. phosphorous rounds. 
panel inside and _ 
take out the three guards waiting inside for you. Ip s | IP 
Look inside the fireplace in this room. There is a small switch on the left 5 IK 
side. Flip this, and the back of the freplace will open up to the next room. «Wms 
There are three more goons here that need killing. Collect their weapons, f GM wnie you are wait- 
then open the hidden door to the left of the bed=—=there’s no switch for | MW ing tor the elevator 
| this one, you can simply open it. Move into the next secret corridor. MR follow the hall to the 
You can enter the next room either through the grating near the Ü Ì end of the bal- 
floor as you enter or through the door at the back. Both open into han cony You'll find 
the library area, which contains four thugs. Kill them all off and move gas armor 
ere, and 
into the room. Go through the door all the way across the room on the you'll get a 
right. call up the elevator and take it down to the ground floor. N look at the 
Move into the next room, where you will encounter a UNITY agent. He'll UNITY 
tell you that there are helicopters outside waiting for you. He'll then open k agent 
the door and be quickhy wiped out by the goons beyond. Open fire and % waiting 
kill them, then head out and go left. for you. 
Follow the path up the stairs ER OCE 
to the gate. en anne 
Pick off the 
guard in the 
window under 
the searchlight, 
then open the 
gate to the 
right. Move to 


the large wood ef \ | 5 
en door and BEE | EN kN 
open it up. There EO, ; Ga ij pn NT An ar * Kn. A 420,77 


behind the door, fhe chateau's library, Guard number 2 
and as soon as you 


start shooting. more 
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will arrive fronn 
tne door on 
the left. Worse, 
vou'll face the 
second Elite 
Guard. 

This one is 
amned with an 
AK-47. The good 
thing s that her 


ES 


Fig. 18-8. Cate jumps off 


reload time is the eaves and runs to the gondola. 
long. which | She'll have fo figure out a way to 
allows you to hit Fig. 18-7. Cate lines up the final escape from here. 


her with your AK- ne A 

A/ a lot before she can retaliate. When the guards are dead, move into the area behind the large 

door, grab the body amnor in the back commer then go through the door where the additional gquards Pax 

came from. Kill the guard in the next area and open the door at the far end. 15 
Outside, you'll see another UNITY guard, who Is quickly killed off by the third of the Elite Guards. This Pe: 

one, like the first, uses a Geldmacher and she fires phosphorous rounds. Use the doorway for cover ande: 

pick her off | 
[he good news ls that you've killed off all the goons. The bad news is that the helicopters have left Br 

without you. Move straight ahead and slightty left to the crates on the opposite side of the courtyard. ie 

Jump on them, then onto the slanted beam. Walk up the beam to the eaves. Follow the eaves all the Ber 

„ay around to the far side of the courtyard. An explosion will take part of the eaves ahead of vou. | 
Drop off the eaves to the left of the rubble, near the door. Walk forward to the door to complete 


m5 scene 


Scene 2 


[he gondola appears to be the only way off the mountain 
You'll have to get on and get to the base of the mountain 
to get the list of victims to UNITY, 

As the mission starts, you see the helicopters flying off. 
[hey turn around, because their mission was to get you 
off the mo Jr But meanwhile, vou work on your 
OWT SSCOPDE. 

Arm yourself with a machine gun and walk toward the 
gondola p zene Kil the Two , guards here and collect their 
pistols, hen walk to the gondola controls k 

Flip the switch on the gondola controls and jump in. The gon- PE Erne NPN 
aola starts moving in seconds. lake a breather. You have some difficult fights ahead of you, 
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While you are in the gondola, 
LAR.M. helicopters will attack. 
grou ll almost always hear them 
1 png before you see them. When 
Fou hear the beating rotors, 
| to the left and right rear 
Ik BE the gondola. Shoot the 
Ik Belicopters’ cockpits to 
stroy them quickly. 


if you don’t frust 
vourself to get to 
the gondola 
before if moves 
Ow ger In 
and shoot 
fhe switch 
k to start it 


Fig. 18-10. Not content to let Cate 


escape uneventffully, H.A.R.M. moves 
Erefine os win ine i in with the big guns. 


Shelicopters in 
{Sal After vou 
have destoyved 
ihe sich. vou will 


MQ scene. 
wn to a large 


terminal case of 


|äindigestion, thanks 
[Sto Dr. 


a. eraan - Fig. 18-14. Volkov and 
At the edge of Fig. 1 Gale leaves Ie gonda Cate square off. 
#the gondola, equip 
“your belt buckle. Use it on one of the hooks on the tower near you. Climb down the ladder. 
On the ground, you confront Volkov, who tells you that if you give him the list, he’I kill 
you quickty. Just as you are about to fight it out, the ground shakes and splits open. You 
ond Volkov are deposited into a cave. 
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good. Volkov 
stands on q 
platform sepa- 
rated from you 
by a large 
chasm. He's 
armed with an 
AK-47; you've 
lost all of your 
weapons. You 
need to reach Fig. 18-15. A desperate situation for 
your pistol before Cate Archer. 

he finishes you off. 

As soon as you 
can, Move 
into the small 
cave to your 
right. Volkov's 
shots will knock 
down an Icicle 
in front of you. 
Jump down to 
the icicle, then 
to the ground. 
Move to the right 
as quickhy as pos. 
sible, and follow Fig. 18-17. Cate is close 
the ledge all the to her pistol. Shell need it to 
way around. get out of here alive. 

You will be hid- 
den from Volkov's view mast of the time, so don't womy 
about getting shot. When you can't move any farther, jump 
to the platform above you and hide behind the large ice 
pieces. Move to the left to reach your pistol. 

After you have the pistol, move back to the large pieces 
of ice and hide again. Lean out and take down Volkov. You 
have to do this piecemedl. Pop out, take a couple of shots 
and move back into cover. When Volkov moves out of cover, 
you have a couple of seconds to hit him before he returns fire. Fig. 18-19. Is this the end of 

When you have eliminated Volkov's health bar, he makes a Dmitrij Volkov? 
run for it. Unfortunately for him, the ground gives way, dropping 
him deep into the ice cave. The list is safe for now. 


Fig. 18-16. Cate jumps to 
fhe ground while Volkov takes atfew 
well-aimed shots. 
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CHAPTER (9: MISSION (5— SUCH IS THE 
ATURE OF REYENGE 


B 
\ 
Î | 


It, and you've 


‘ve done 


Fig. 19-1. Cate calls UNITY headquar- 
ters to tell them the good news. 


nd more. If s all 

ar.or is it? 

\ You phone UNITY headquarters and tell Jones that you've escaped with the list. He's overjoyed, 

gturalky, and surprised that you survived. The men sent to retrieve you believed you'd been killed in 

je explosion at the chateau. 

Just as you think your triumph is complete, you are confronted by Baroness Dumas! 

When you regain control, fight it out with the Baroness. Shoot her three or four tires as quickly as 

spossible to reduce her health bar to zero. 

The Baroness tells you that you still haven't won, 
Because you haven't yet delivered the list. She is con- 
inceo she will still have the last laugh, because she has 

| nje cted herself with Schenker's formula and will explode 

ì just a few minutes! You've got to clear the streets of 

people to prevent a massive catastrophe. 

You need to get all of the civilians off the street, and 

you only have a couple of minutes to act. Look up and to 

| he right; kill the guard on the balcony above you, then echo wendildh heben ed 

| turn around and get the UNITY ammo case. Run past ine Fig. 19-3. The B gives Cate 

fPhone booth to the two people cowering nearby. Activate bad news. 

fihern, and they will run for shelter. Switch to the cyanide- 

MMpped bullets. 
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Go around the | E 
commer to the rn 
right and 
head straight 
down the pas- 
sageway. Go 
left at the end. 
You are outside 
a restaurant. 


There are two 

more people in - EL EEE 
ine courtyard to \__ gig, 19-4, Cate runs to save two 
your right. potential victims. 


Activate them to 
send them to safety then take out the thug on the 
far balcony. 

Head out of this courtyard and go right. Look to the right around the corner and activate the 
woman, then turn around and go left down the long tunnel. Follow this up the ramps and open the 
door at the end to find two more civilians outside the buildings. Activate them, as well as the third 
civilian standing an the stairs to the right. 

Head 
straight 
through the 
doorway to 
ine left and 
up the stairs 
at the end. 
Go around 
the crates 
and out to 
the van. Den Je En El 
Activate the Fig. 19-6. The third civilian in this area Fig. 19-17. The last two s are af 
civilian here is easy to miss. the end of he road. 
and go up the | 
stairs. Kill off the goon at the top of the stairs and run along the balcony behind the civilian. There is | 
one more thug on the balcony ahead of you. Kill him on the run. 


FMA Bj 
n° zl , 


PE 
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Keep running along the balcony past where this last guard was standing. Move to the stairs and 
drop down to the ground below. Activate the last two civilians, and take shelter. 

With the last of the civilians safe, the Baroness explodes and kills no one but herself. UNITY has tri- 
umphed again! 


Scene 2 


You return to UNITY headquarters to receive commendation from your superiors at last. If was a job 
| well done. The world is safe; most people didn't even know it was in jeopardy. Ultimately, that's the 
hallmark of a truly successful UNITY mission. 

Later, you go to Bruno's grave to mourn, and are surprised by a person from your past—Tom 
Goodman! He's still alive, and extremely upset with you. 

Goodman survived because Volkov didn't realky shoot him. He's been the traitor all along! 
Promised a huge amount of money for selling out UNITY, he has given the other side information 
every step of the way. 


of sorts from Smith. 
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When your 
conversation 
is over, you 
have to shoot 
it out with 
Goodman, 
and all vou 
have is your 
Petri 38. Move warikeen ut bemgantaten & ve hentsams vepchent. Wale ‚WE 
right immediate- Fig. 19-10. Goodman admits Fig. 19-11. Cate shoots. Goodman — 
ly and grab the his treachery. moves between two tombstones, — 
UNITY case for giving her the chance to get ina — 
additional few shofs. | 
ammunition. 
Hide behind 
the tomb- 
stone and 
shoot at 
Goodman 
while he runs 
from place to 
place. 


This fight is L ek a J 
your toughest in gig. 19-12 Cate makes a run lor the” de EEE Kb 
melia poison antidote. Fig. 19-13. Cate scores acoupleof — | 
PEN | hits while Goodman moves to a h 
uses specially treated bullets that poison you when they hit. better position. : 


Each time he scores, you lose health as well as armor. 

Grab the poison antidete lying on the ground between your position and Goodman's. 
It's worth taking a couple of hits to get it. 

Protect yourself with suits of body armor. which are lying on the ground in back of you behind 
two large tombstones. 

This battle will take time. Attack while Goodman is moving from place to place, because he 
won't return fire then. Hide behind the tombstone and reload after each attack, even if you don't # 
fire all five pistol bullets. / 

When you succeed in wearing Goodman down, confront him. At this point, you aren't sure if you 
can kill him in cold blood, But the decision is taken away from you. Smith appears and shoots 
Goodman, whe falls into an empty grave. 
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it then 
|C Dpears as if 
is going 


a fraitor as Fig. 19-14. Smith's arrival prevents ai 7 
ee hos Cate from having to finish Fig. 19-15. The real fraitor at last. 
g suspected off Goodman. 
Pnfirmation. 
Naturally, you're upset. If Jones suspected Smith of treason, he should have warned Bruno. If turms 
that he did. Bruno is still alive, and he's here as well! 
Smith stands up and appears 
Tee to Ee me g 
oke a final | 
hot, but you 
ish him off 
ih a round 
your Petri. 


Seems to be | WS | eed dd magere dee 
ne. It's time hl “De Ee en Fig. 19-17. The real Tom Goodman 
Fior the mystery died in Amsterdam. The man Cate 
0 be unraveled worked with was an imposter 
The real Tom Goodman died in Amsterdam. The man you knew as Goodman was a look-alike, 
Bn imnposter who was working with Smith to discredit UNITY. Smith, upset at being forced into retire- 
ment, joined forces with H.A.R.M. to bring the UNITY to its knees. If UNITY failed completely in this 
series of missions, Jones would be forced to step down, and Smith would take over as the head 
of UNITY 
_ Unfortunately for Smith, you foiled his plan. He put you on the case originally because he 
| believed you would fail at every turn. His plan backfired when you proved to be much more 
SEompetent than he thought. 
And so, the world has been saved once again, and UNITY has uncovered the traitor in its midst. 
Nice work. Agent Archer! 
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Deathmatch | 


Of the two multiplayer game types available, zr : EE: r. 
Deathmatch 5 the one mast familiar to most gamers. In 


Deathmatch, the goal is to kill everyone you come across 
while staying alive. The mechanics of the multiplayer Ee. Sk 
game are the same as those of the single-player version Bn! 
of No One Lives Forever, but the games have little else in 8 Ee 
common es 

Much of the advice for the single-player game applies t A PP, Nn 
here, too. Reload your weapon as often as possible, Human Fig. 20-01. Body shots are a 
opponents will be more relentless than the typical H.A.R.M. good way to score hits in 
goon. Having to reload in the middle of a fight can be suici- multiplayer combat. 
dal. 


Aim for the body whenever possible. Your enemies will 
be moving quickly. Aiming for the body helps insure that 
you score a couple of solid hits. 

Burst fire is even more important in multiplayer games, 
because ifs easy to burn through your ammunition in 
seconds. Firing in bursts will help you score hits and con- 
serve ammunition for other enemies later on. 

some techniques that work well in single-player games 
are practicalkhy fatal in the multiplayer game. First, don’t loi- 
ter or move slowly, as you would in a single-player game. 
Keep moving. Ammbushes are possible, but you must be on 
your feet most of the time. If you wait for an enemy to wan- 
der by, you're dead meat if spotted. Keep moving; there's 
no time for walking in Deathmatch. 

Movement is also important because it increases your 
chances of finding weapons, ammunition, body armor, and other survival items. If you stand in one 
area, you won't find any power-ups. Moving increases your chances to strengthen yourself. 

You can fire often from a fixed position in the single-player game, but you won't have that luxury 
in multiplayer. Learn to shoot on the run, and more importantly, learn to strafe. There's not much call 
for strafing in the missions, but it's useful In multiplayer games. 
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"To strate, 
se the keys 
hot move 

u sideways 
lefault (A) 

Rd (D) to 

Dve left and 
1). This 

DWS you to 
ce one direc- 


by using your mouse tospin | 
vou 180 degrees. If you are 
running down a cormidor 
and start taking fire from 
behind, spin with the 
mouse and change 


fn WE 
rd Das 


B ese from running forward 
j fo running backward. 
yr shots go to 


rou if be moving in 
the same direction. | 
but you'll be able 
to defend your- 
self. This takes 
“practice, but is 
Nt worth if. 


B target, you are 
Dving out of the way of incoming fire. For more advanced 
Oy, practice moving in a circle around a central point. You 
esent a difficult target while keeping your fire directed at 
e enemy. 
Turn off the auto-switch when you pick up a new 
eapon. Never switch weapons without intending to. 
Eking up a new weapon in the middle of combat and automatically switching to it 
Dsts you precious seconds while your enemy is shoot- : 
ig and you are not. Switch weapons when you need 
B, but the switch should be your choice. 
In Deathmatch games, weapons with fast reload 
and large clips are better than those with smaller 

ps and slower reloads. The spear qun is deadly when it 
its, but if you miss, your enemy will have a few seconds 
to kill you betore you can 
get off another shot. Use 
the machineguns when 
you have them_—=nothing 
puts more killing potential in Fig. 20-4. Most players prefer to use 
your hands. automatic rifles and SMGs. 

Listen for the sound of 

someone spawning after they've been killed. A character recently 
returned from the dead is weak, with few weapons and little ability 
to defend himself, which makes for an easy kill. 


Acting honorably 

doesn't give you 

an advantage in 

Deathmatch. If 

you see two 

people duel- 

ing if out, kil 

B fhem both. 
impact 

. bombs 

\ are great 


far this 
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Learn fhe areas bedels items appear in the same 
places. If you know where you can pick up an AK-47 or 
impact bombs, you've got an advantage. Learn as 
many different ways to get from place to place 
as possible. 

One of the best ways survive in Deathmatch is to be 
unpredictable. If you always go for the same weapon or 
always run through the map along a particular path, other 
players can lay in ambush for you. By knowing different 
routes, you avoid these traps. Rarely go the same way 
twice, and never three times in a row. 

Familiarize yourself with all of the weapons; you never 
know what you're going to find in your hands at a critical 
point. Knowing how to use all of the weapons allows you to fight 
comfortably with whatever you come across—a big advantage. 


H.A.R.M. vs. UNITY 


H.A.R.M. vs. UNITY is team Deathmatch. One group of players takes the role of H.A.R.M.; the other | 
plays agents of UNITY. The game is similar to regular Deathmatch, with some important differences. 

The first difference is communication. Tell your teammates where enemy ambushes are. Let the 
know where you are and what you are planning to do. A group of five people working as a team 
will beat five players acting as individuals almost every time. Coordinating your movements and 
your efforts requires communication, so talk. 

sniping is more useful in a team game setting, partic- 
ularhy because an interesting element has been added: 
Both sides have a particular intelligence item that can 
be photographed. Photographing the item counts for a 
kill (or more, depending on the way the game is set up). 
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f you find a photographable iter, place a guard near it to pick off any 
deenemies who try for a quick photograph. Ihey Il have to put on the sun- 
glasses and won't have a weapon handy to defend themselves. 
When making a run on the enemy photographable intelligence iter, 
stake an escort. While one player takes the photograph, one or more 
teammates can clear out any enemy resistance. Again, comrmunica- 
Ì ion is critical for this kind of operation. 


while communi- 
cation is mpor- 
tant, be concise. 
‚ loo much talk- 
ng means 
everyone 
spends heir 


Another important | 
aspect of team play is » 


that you can't simply take all fime read- 
of the items you find. Someone de dap: 
else may need that body \ dit 
armor or weapon more than K 


you. Pay attention to what 
your teammates need; keeping 
everyone strong helps the whole team. 


team game. 
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INTELLIGENCE ITENS AND BONUS SYSTEN 
Intelligence Items 


The following is a list of the intelligence Items available in the No One Lives Forever missions. Some 
of these Items can only be found by playing missions a second time with equipment that becomes Í 
available later in the game. Additionally, some Items appear in more than one place. In these 
cases, the possible locations are listed as “a” and *b.” 


The Assignment-1® Items 


Item Item Type Location special Actions Needed 
] Briefing Item Briefing Room Select “I'm sorry if | kept you waiting” 
response 
2 Briefing Item Briefing Room Select "II try to surpass” response 
3 Blueprint Advanced Field Tactics, 
found during training - 
on intelligence Items 
4 Dassier Advanced Field Tactics, n _ 
found during training — 
on intelligence Items 
5 Briefcase Advanced Field Tactics, a 
found during training — 
on intelligence Items 
le) Letter Advanced Field Tactics, TEJ 
found during training — 
on intelligence Items 
7 Envelope Advanced Field Tactics, 


found during training 
on intelligence Items 
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The Assignment—-1® Items (cent) 


| item Item Type 
IB 


Film 


Reel-to-Reel Tape 


Loose Files 


Blueprint 


Note 


Dossier 
Note 


Location 

Advanced Field Tactics, 
found during training 
on intelligence Items 


Advanced Field Tactics, 
found during training 
on intelligence Items 


Advanced Field Tactics, 
found during training 
on intelligence Items 


Advanced Field Tactics, 
found in hallway after 
disarming explosives 


Advanced Field Tactics, 
found in hallway after 
sneaking past scientists 


Weapons Training. 
attached to wall in 
first area of weapons 
training 


Weapons Training, attached 


to wall in second area 
of weapons training 
Santa's Workshop 
Santa's Workshop, 


attached to wall 
across from dossier 
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On table after using lockpick 
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Misfertune in Merecco. Scene 1--7 Items 


Item Item Type Location special Actions Needed 

| Envelope Apartment 28, — LL 
on table | 

2 Letter Balcony, on railing — 
across from stairs 

3 Film Courtyard, in front — 
of soda machines 

4 Envelope Room 25 Return to mission with zipcord in invento- 


ry. Use zipcord to enter window from 
courtyard below. Item is on dresser in 


this room. 

5 Loose Files Room 12, under dresser — 

6 Letter Mailbox Choose either second or third response 
when talking to Bruno at start of mission. 

7 Letter __ Mailbox Choose third response when talking to 
Bruno at start of mission. Mi 


Misfortune in Morocco. Scene 2-14 Items 


Item Ifem Type Location special Actions Needed 

Ì Note Outside of locked gate _ 

2 Letter Roam 101, under bed — 

3 Dossier [ Inside locked room _____ — 

near bickering couple 

A Letter Suite 204, on dresser EE 

5 Briefcase Room 201 Go out on balcony, jump onto railing. 
open shutters on window , and sneak n 
into room 


le] Envelope pe On bar in courtyard —- D . 


Pt primagames.com | 


Intelligence Items and Bonus System 


IMisfortune in Moerecce. Scene 2-14 Items (cont) 


Item Type Location special Actions Needed 
Loose Files On travel agent's desk — mi | 
18 Dossier On ledge in back of | 
| hotel restaurant — 
|9 Briefcase | On ice machine € 
behind restaurant — 
10 Loose Files On table by elevators ak 
1 Briefcase By luggage cart near -- 
elevators 
12 Loose Files On table in courtyard _ 


near conference room 


13 Note On wall in back of area — 
where you speak with Bruno 


14 Ledger On windowsill near note Return to mission with sunglasses and 
take picture of ledger 


Misfertune in Morocco. Scene 3-—ll Items 


dtem Item Type Location special Actions Needed 
1 ’ Dossier Ri On bench past | et REI | _ 
starting courtyard 

Letter In planter at top of ramps _ — 
Envelope Near pay phones ie 
A Envelope On floor past pay phones _ — 
5 Dossier Under table on balcony me 
6 Letter Under table on balcony ___ — 


across from dossier 
7 Briefcase in alley É 


B Loose Files In alcove in room _ 
past blue door 
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Mister in Merocco. Scene 3-11 Items (cont) 


Item Item Type Location special Actions Needed 
5 En Dossier On couch in room — 
past blue door 
10 Blueprint Near UNITY case in hidden _ — 
area by canal 
1 Briefing Item Received by — 


interrogating prisoner 


Misfortune in Moerecco. Scene 4-9 Items 


item Item Type Location special Actions Needed 
l___Envelope In tent In first set of ruins — 
2 Nate On sign at minefield — 
3 Briefcase By van in minefield Mine detector glasses are helpful 
Aa _ Letter In water near entrance — | 
to house 
Ab Letter Near urn in hallway just — 
beyond water area 
8 Briefcase Behind crate in room — 
with opened crates 
ba Letter On ledge at end of ramp — 
öb Letter — __On ledge near goons 
talking about — 
the ship in the harbor 
Ja Film On fountain near generator — 
Jb Envelope Behind tree near where 


one guard kills ha 
another guard 
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Misfortune in Morocco. Scene 4-9 Items (cont) 


tem Item Iype Location Special Actions Needed 
Ba Letter On crates near generator — 
Bb _Briefcase Behind generator — 
ga Dossier In right-hand room in — 


courtyard area 


\9b Dossier On top of crates, first 

door on the right — 
when entering the 

house area 


Requiem for a Spy—-2 Items 


item Item Type Location special Actions Needed 
|] Briefing Item Briefing room select °I'd like to remind you” response 
2 Ledger Advanced Field Tactics, 


take picture with — 
sunglasses in training 


(Berlin by Night. Scene 1-3 Items 


Item Item Type Location special Actions Needed 
] Envelope By pay phone — | 4d ij 
2 Letter On file cabinets in 3 
guardhouse ee 
outside STASI facility 
| o8 Letter On desk in guardhouse — 


near end of scene 
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Berlin bij Night. Scene 2-10 Items 


Item 
| 


2a 


2% 


Ja 


Sb 


za 
5b 


10a 


l0b 


Item Type 
Note 


Letter 


Letter 


Reel-to-Reel Tape 


Reel-to-Reel Tape 


Letter 


Loose Files 


Loose Files 
Ledger à, 
Ledger 
Briefing item 


Letter 


Letter 


On wall to left at 
start of scene 


| On filina cabinets in 


guard office 
near warehouse 


“On filing cabinets 


near gquards 
talking about Dieter 


On desk in observation 
room of warehouse 


On shelves below 
observation 
room of warehouse 


On crates in 
warehouse near 


locked gate 


In kitchen by sink 

On table in cafeteria 
In library room 

In library room 
Werner von Haupt 


Second floor table 
on balcony 
in hbrary 


on desk near exit 
from library 

On boxes in library 
basement 


On floor in library 
basement 


Special Actions Needed 


Take picture with the sunglasses 
lake picture with he sunglasses 
Select * Sorry. | did my best” response 
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Berlin by Night. Scene 3-11 Items 


Item 


Item Type 


Ledger 


Dossier 
Letter 
Blueprint 
Loose Files 


| Letter 


Letter 


Loose Files 


Envelope 


Briefcase 
Loose Files 


Location 


special Actions Needed 


By front desk 


in lab area on desk 


Take picture with sunglasses 
In lab at top of stairs 5 
On bench by locker area — 
In first floor office E 


keplay this mission with codebreaker in 
inventory. Before taking elevator down to 
lower level, go through door with red 
light above it and take elevator down. 
Use codebreaker on door to right and 
follow hallway to desk. You can only find 
this area if you have not set off alarm. 


near giant goat 


On table in room at — 
bottom of elevator 


On shelf in cafeteria 
On bench in classroom 


Lab across from 
Dr. Schenker 


Second floor radiation lab 


First floor radiation lab 
near exit 


Unexpected Turbulence. Scene 1-3 Items 


item Item  Iype 


Ì 


Briefing Item 


j Briefcase 


Letter 


Location 
Dr. Schenker 


special Actions Needed 


Ask Schenker about his wife, then ask hin 
how his research is possible 


In baggage room — 


In restraam — 
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Unexpected Turbulence. Scene 2-5 Items 


Item Item Type Location Special Actions Needed 
Loose Files Room behind cockpit ' 
2 Briefcase > Next to chair to right 
of stairs — 
3 Dossier E By hole in airplane fuselage — 
4 Film On counter by guards ĳ 
near restroom — 
5) Envelope On tray near back of \ 
airplane —- 


Care to Explain? —l Item 


Item Item Type Location Special Actions Needed 
] _ Briefing Item Briefing room Select *| did my best” response 


Rendezvous in Hamburg. Scene 1-3 Items 


Item Item Type Location Special Actions Needed 
Ì Dossier _ Women’s restroom You must pick up this Item before talking 
to Goodman 
2 Letter Manager's office, on desk — 
Letter Second floor balcony Talk to woman and tell her that her 
of club boyfriend is waiting outside 
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Rendezvous in Hamburg. Scene 2-6 Items 


| 


(item Item Type Location Special Actions Needed 
IK) Ledger First basement room Return to mission with sunglasses and 
take a picture of this Item 
2 Dossier First basement room — 
B Letter On table in room to left — ie 


at top of stairs 


| Envelope In kitchen sink — 


5) Dossier In bar area, past lounge — 


|6 Briefcase In storage room E 
A Quick Stop at Santa's Workshop—© Items 


A Tenueus Lead. Scene 1--8 Items 


\ltem Item Type Location special Actions Needed 
ja Letter On desk in office at en Á 
top of stairs 
le) Letter Behind dumpster — 
near start 
2 Letter On file cabinets — 
in back office upstairs 
Fe Letter On desk in locked Return to mission with zipcord. Use 
warehouse room zipcord to get to roof of warehouse, 


then drop down through skylight 


ä Loose Files On boxes outside of a 
locked room in warehouse 


5 Armor In locker Open locker behind thug in locker room 


le] Note On wall by missing — 
valve stem 
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A Tea Lead. Scene 1-8 Items (cont) 


Item Item Iype special Actions Needed 


ij 
8a 
Bb 


Note 
Letter 
Letter 


On wall by electrical box 
On floor by electrical box 


On catwalk at top of 
electrified ladder 


A Tenuous Lead. Scene 2-4 Items 


item fem Type 

la Letter 

ie) Letter 

2a Loose Files 

25 Loose Files 

Ja Letter 

le) Envelope 

4 Reel-to-Reel Tape 


Location 


On boxes near end of 
first building 


On desk in office 


On ground on barge 
in dock area 


Locked office 


Special Actions Needed 


On desk in office 


On crates near dock area 


Listen to conversation between guard 


and manager after you have set four 


bombs. Manager will open locked office, 
allowing you to get this Item. 
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A Tenuous Lead. Scene 3-4 Items 


Item Item Iype 


| Loose Files 
2 Envelope 
Ja Letter 

Jb Letter 

il Dossier 


Location 


On bookshelf in guardroom — 
near start of mission 


Hidden room in outside 
area past first building 


Special Actions Needed 


On table in guardroom == 
near start of mission 


On crates outside atstart _ — 
of mission 


At top of stacked crates ___— 
in warehouse 


Return to this mission with zipcord. 
Use this to reach platform above crates. 


Jump across pegs, which crumble when 
you land on them, to reach room on far 
side. There is also a UMITY case, body 
armor, and a pair of earplugs in this 
room. To return to ground, use zipcord 
again and drop down onto crates. 


A Tenuous Lead. Scene 4-8 Items 


Item Item Type 
Blue Barrel 
Yellow Barrel 
Red Barrel 


njah == 


Bonus Item 


6 Letter 


Green Barrel 


Location 

Cargo hold 
Cargo hold 
Cargo hold 
Cargo hold 
Cargo hold 


Special Actions Needed 

Take picture with sunglasses 
Take picture with sunglasses 
Take picture with sunglasses 
Take picture with sunglasses 


Received when al four pictures of barrels 


are taken 


By lockers In cargo hold _ 
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A Tonkens Lead. Scene 4-8 Items (cont) 
Item Item Iype Location special Actions Needed 


7 Letter In crate in cargo hold From green barrel, jump onto crates and 


walk across them to middle of room. Look 
down to an area where you can safely 
drop to ground near a crate with its door 
ajar. The Item is in this crate, along with a 
UNITY case and body armor. 


8 Letter Ship haltways, on duct, — 
near location of sailors 


A Tenuous Lead. Scene 5-4 Items 


Item Item Iype Location Special Actions Needed 


Ì Loose Files On top of pipes in room — 
past exploding valves 
2 Letter Underwater, near area 


where you drop down — 
from the floor above 


| Envelope In room with pistol and fen 
UNITY case 
| Loose Files in room down hall from — 


radio room 
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The Bive. Scene 1-4 Items 


item Item Type Location special Actions Needed 
la Letter Room 202, on floor by — 
boxes 
Ib Briefcase By luggage cart beyond — 
stone walkway 
2a Letter Room 208, on mantie — 
25 Envelope Room 208, on bed — 
3a _ Film Room 203 In right alcove by fireplace 
cle) Reel-to-Reel Tape Room 207, on table by — 
window 
4 Envelope On floor by fireplace _— 


The Bive. Scene 2-4 Items 


Item Item  Iype Location special Actions Needed 
la Letter On roof beyond A 
first attic area 
Ib Letter In second attic near ladder — 
2a _Loosefiles ___Onrooftop Ie 
2 _ Loose Files By couch in hotel lobby — À 
3 Note In shed in garden area — 
Envelope On stove in kitchen — 
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The Bive. Scene 3-7 Items 


Item Ifem Type Location Special Actions Needed 
Shipping Manifest In office by cargo hold ____— 
2 Letter — By forklift in cargo hold — 
3a Blueprint Inside crate in cargo hold — 
35 Blueprint On floor by cratesinroom _— 


past metal catwalk 
Aa _ Reelto-ReelTape On shelf in room past vents _— 
Ab Reelto-Reellape In cargo hold, under — 
tipped-over crate 


aa Briefcase By ladder near — 
captain's quarters 

ab Briefcase In kitchen _ 

le) Letter In nightstand drawer in — 


captain s quarters 


7 Captain's Log | In captain's quarters, — 
floating over bed 


If Our Bemands Are Not Met—-© Items 
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A Man ef Influence. Scene 1-9 Items 


Item Item Iype 
Envelope 


Envelope 
Blueprint 
Envelope 
Envelope 


Envelope 


Loose Files 
Film 


Bonus Item 


Location Special Actions Needed 
On secretary’s desk — 

On desk next to secretary = 

talking on phone 

On lumber in unfinished 

area 

On desk in the left-hand 

manager s office 

On desk in the right-hand 

managers office 


On large filing cabinets 
outside of Barons ground 
floor office 


On conference room table 
near scientists 


On table in Baron 
Dumas’ office 


Received automatically 
when mission is completed 


A Man ef Influence. Scene 2-6 Items 


Item Type 
Letter 
Ledger 


Ledger 


Letter 
Envelope 
Ledger 


Location special Actions Needed 
On ground in front of kennel __ — 


In second floor office past Take picture with sunglasses 
broken machinery 


In second floor office Take picture with sunglasses 
past locked door 


On floor near second ledger 
On table inside final building 


Near machinery in 
final building 
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uence. Scene 3-4 Items 


Location 
In trunk of car 
On driver’s seat of car 


In garbage can past 
hedges to the left of 
front door 


Under front door 


special Actions Needed 


Further Investigatien Required Items 


Safecracker. Scene 1-5 Items 


Item Type 
Blue print 


Envelope 
Envelope 


Film 


Film 


Locatian 

In construction office — 
On platform in warehouse 
On floor below scaffolding 
in building 


On crates near guards 


talking about remodeling 
On desk in basement area 
On lumber near 
generator in basement 
On vent behind 

generator in basement 
On ground near gravel 
pile by start of mission 


Special Actions Needed 
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 Safecracker. Scene 2-1 Item 
lem Item Type Location Special Actions Needed 


Ì Í Letter On lumber behind — 
tape player 


Safecracker. Scene 3-5 Items 


| lfem IfemIype Location special Actions Needed 
1 Note On concrete post — 
near starting location 


Loose Files At top of unfinished stairs — 


Blueprint In area bevond — 
locked door 


Letter On beam over 
unfinished area 


Letter On lumber near first quards 


Letter On ground beyond 
locked door 


Letter On scaffolding in first 
area reached with zipcord 
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Safecracker. Scene 4-5 Items 


Item Item Iype Location special Actions Needed 

] Envelope On boxes in small room — 
at start of scene 

2 Letter Floating in swimming pool — 

Ja Film On floor in locker room area _  — 8 

35 Film On table in office near — 
swimming pool 

da Loose Files On floor near — 
electrical generator 

4b _ Loosefiles ___ Ontablenextto MS, 
swimming pool 

sa Briefcase Near elevators on roof — 

5b Briefcase On floor near elevator shaft — 


Safecracker. Scene 5-9 Items 


item Item Type Location Special Actions Needed 

la Envelope IJ In starting conference — 
room on table 

15 Envelope Under desk in office across — 
from conference room 

Za Loose Files On bookshelf next to — 
phatocopier 

25 Loose Files On bench in waiting — 
room area 

Ja Loose Files Under bench in hallway — 
near secretarial area 

3b Loose Files Under desk in — 


secretarial area 
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Safecracker. Scene 5-9 Items (cont) 


Item Item TIype 


Dossier 


Dossier 


Briefcase 


Briefcase 
Dossier 
Dossier 


Film 


Film 


Location Special Actions Needed 
On desk in | Z 
secretarial area 


On table across hall to 
left of starting 
conference room 


On table in lower floor 
secretarial area 


Under desk in lower floor 
secretarial area 


In stall in men's raam 


On shelf in room across 
from security office 


On desk in room outside 
of downstairs secretarial area 


On table in cafeteria 


On floor by photocopier 
outside of security office 


On floor near lectern in auditorium 


On floor between rows in auditorium 
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Item Item Iype 
la Letter 
Ib Letter 
Za Filrn N 
2 Fm 
Ja Briefcase 
bk & Briefcase 
4 Loose Files 
Sa Envelope 
55 Envelope 
ba Letter 
ee) Dassier 
/ Letter 
Letter 
Ledger 
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Location 


In conference room 
off main hallway 


On chair on balcony 
above conference room 


Behind receptionist’s 


desk near stairs 


In conference 
raam near stairs 


Under second floor 
conference room table 


Under bench on 
second floor 


second floor office 
On desk in secretarial area 
On desk in secretarial area 


Under desk in 
secretarial area 


On desk in secretarial area 
Under safe floor 
In sate 


In safe 


Scene 6-9 Items 


special Actions Needed 


Take picture with sunglasses 


Ouncec of Hope. a Pound of Respair-l Item 


Item Type 


Nate 


Location 


On wall of shed 


special Actions Needed 


Appears after you have driven through 
motorcycle course 
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Rescue Attempt. Scene 1-7 Items 


item 


3a 


Item Type 
Passenger Roster 
Loose Files 
Loose Files 


Briefcase 


Briefcase 
Ticket 
Letter 


Letter 


Letter 


re Letter 


Reel-to-Reel Tape 
Reel-to-Reel Tape 


Location 
In conductor’s office 
in galtey next to stove 


In baggage room on 
bottom shelf 


By luggage area 
in coach car 


By seats in coach car 
In private berth 

On sink in bathroom 
of private berth 
Under seats in 

coach section 


_Under bed in private berth 


On floor near passageway 
between cars 


On shelves in back of train 
On shelves in back of train 


special Actions Needed 


Rescue Attempt. Scene 2-4 Items 


Item 
] 


Item Type 
Note 


Letter 
Letter 


Film 


Dossier 


Location 


Attached to 
entrance of tunnel 


On crates in rail yard 
On metal catwalk in 
rail vard 


On shelf in storage 
area rail ward 


In guardhouse rail yard 


special Actions Needed 
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en Attempt. Scene 3-6 Items 


Item Item Iype Location Special Actions Needed 
la Film On filing cabinets zr 
in guardhouse 
le) Film On shelves in first — 
room inside facility 
za Letter On crates in —— 
warehouse area 
2b Letter On cart in deep — 
basement near Dr. Schenker 
3 Security Pass Basement office on desk En — ne 
Security Pass By elevator Retrieve this after you use it to unlock 
the elevator 
5 Blueprint On shelves by yellow — 
barrels 
ba Loose Files On bunk in room with —— 
Dr. Schenker 
ee) Loose Files On bunk in room with a 


Dr. Schenker 


A Stern Warning—®© Items 
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Trouble in the Tropics. Scene 1-4 Items 
Item Item Iype Location Special Actions Needed 


la Letter On desk under codebreaker — 


15 Letter On shelves in storage room — 
Loose Files On floor in radio room En 
Envelope On crates in dark warehouse 
Envelope On crates in dark warehouse — 

Blueprint On table in quardroom at end of scene 


Trouble in the Tropics. Scene 2-7 Items 
Item Type Location special Actions Needed 


Letter On ground in — 
warehouse area 


Letter On ground near 
watchtowers 


Envelope On board past 
watchtowers 


Briefcase On bench at far 
end of ruins 


Loose Files In ruins 


Loose Files On ground near 
locked gate 


Letter In ruins 

Letter In ruins — 

Letter On fioor next to 
bunk in ruins 

Loose Files On bank of stream 

Envelope On rock in stream 


TZ 


primagames.com 


€ Prima’s Official Strategy Guide 


eon 


Trouble in the Tropics. Scene 3-2 Items 


Item tem Type Location Special Actions Needed 


] Letter | In water outside of — 
rocket testing facility 


2 à Loose Files In cafeteria on table — 


Trouble in the Tropics. Scene 4-6 Items 


Item Item Type Location Special Actions Needed 

la , ‘Dossier her 7 On shelves in — 
first building 

Ib Dossier On crates behind — 
first Building 

20 Letter | On floor in locker room — 

2 Letter On floor in locker room _ 

3 Letter f On bench in locker room —__ — 

4a Envelope In control room pe 

Ab _ Envelope In control room 

Sa Briefcase In cosmonaut locker — 
foam on bench 

5b _ Briefcase _On floor by desk ge 

Ö Letter In cosmonaut locker — 


raam on bench 
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Low Earth Orbit. Scene 1-11 Items 
item 


: 


Ja 


7b 


11b 


Item Type 
Letter 


Letter 
Envelope 


Envelo pe 
Security Pass 


Briefcase 


Briefcase 


Loose Files 
Loose Files 
Film 

Film 

Security Pass 
Letter 

Filrn 

Letter 


Letter 


Location 


By empty spacesuit 
alcove 


On crates outside 
of elevator 


On table near mutated 
plants 


On swing set in arboretum 


On bar in Pink Space 
Lounge 


Next to table in Pink 
space Lounge 


Near amorous scientists 
By phones in 
Goldenrod sector 


Under bench near 
Pink Space Lounge 
In room with 
codebreaker 


In room across from 


room with codebreaker 


Elevator 


Floating at the top of 


the zero gravity chamber 


On console in 
Raspberry sector 


On walkway 
over arboretum 


In plant bays 
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Reclaim this Item after using it. It will not 
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Ä 
pie 
Low Earth Orbit. Scene 2-2 Items | 
lem Item Iype Location special Actions Needed 
I Letter Wedged in corner — 
of first room 
2 Film In escape pod You must claim this item before getting | E 
antidote & 
| 
Good Luck and God Speed Items | 
Alpine Intrigue. Scene 1-3 Items 
item Ifem Type Location Special Actions Needed iT 
la Letter Near barrel past tje ze oe ret ennn = Kr 
first pair of guards E 
lb Letter On table of balcony man ms j 
near starting position 
2a Briefcase In building near second — ie 
pair of gquards % 
2b _ Briefcase Sitting under window in waa E 
second-floor room — 
Ja Letter On ground near trash can — É 
3b Letter _ ____““Onbenchinroomnear _ — hr 


guard under Icicle = 
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Alpine Intrigue. Scene 2-3 Items 
| ifem Item Type Location Special Actions Needed 


11 Loose Files On floor by desk 
in room outside — 
of warehouse 


2 Film j On desk by GA 
sleeping quard 


3 letter On gate control panel _____— 
| Alpine Intrigue. Scene 3—0 Items 
Alpine Intrigue. Scene 4-0 Items 


The Indemitable Cate Archer. Scene 1-6 Items 


item Item Iype Location special Actions Needed 
la letter On shelvesin 
room reached — 
from rafters 
| 1b Letter On rafters — 
Za Film On floor by boots — 
near spiral staircase 
25 Filrn On mantie near — 
spiral staircase 
Ja Briefcase On crates on lower level — 
30 Briefcase On bench near elevator — 
da Loose Files On shelf near ladder — ì 


behind generator 
Ab Loose Files On desk in front of ladder — 
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The Indomitabie Cate Archer. Scene 1-6 Items (cond Î 


Item Item Type Location Special Actions Needed , 
Sa Letter On foor in attic — 
5b Letter By toilet on ground floor — 
ba Envelope X On crates located past — p 
locked gate 
65 _ Envelope — On floor by bookcase 


near electrical box _ 


The Indomitable Cate Archer. Scene 2-2 Items 


tem Item Type Location Special Actions Needed | 
Ì Letter In bed in jail area — Í 
2 Envelope On crate in area outside — 


room containing your gear 


The Indemitable Cate Archer, Scene 3-0 Items 


The Indeomitable Cate Archer. Scene 4-6 Items 


lem Item Iype Location special Actions Needed 

la Letter On crate in far — Ee p 
back of starting area 

je) Lettar On crate in room to — he 
left of starting position 

2a _ Envelope On controls overlooking en 
train area 
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(The Indomitable Cate Archer. Scene 4-6 Items (cont) 


dtem Ifem Type Location special Actions Needed 
20 Envelope On crates near trains — 
Ja Briefcase In water below bridge Es 
| over shark pool 
JD Briefcase __Near couch in area mi 
| overlooking shark pool 
da Letter On shelf in room with ad 
man and goat 
Ab Letter On table in cafeteria he 
5 Bonus Item Baroness Dumas’ lair Received when beer tap is pulled 
fe) List of Names In Baroness Dumas’ safe Unlock safe with codebreaker 


A Very Large Explosien. Scene 1-1 Item 


{item Item Iype Location special Actions Needed 
] Ledger On desk in secret room After defeating first Elite Guard, go up 


stairs and head left. Activate wall to right 
to reveal secret area. Take picture with 
sunglasses. 


A Very Large Explosion. Scene 2-1 Item 


| lfem Item Type Location special Actions Needed 


Ì Bonus Item Gondola Received for destroying all six 
H.A.R.M. helicopters 


Such is the Nature of Revenge. Seene 1-2 Items 


| {tem Item Type Location Special Actions Needed 
|| _ Letter __Next to phone booth ai ik | he ED 
2 Filrn On table in hotel near — k 


phone booth 


— 
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Such is the Naturc of Revenge. Scene 2-3 Items 


item Item Iype Location special Actions Needed 
I Letter By door of church TE d 
2 Briefcase On mausoleum in left — É 
half of graveyard 
3 Letter Under daor near UNITY — 


case In left half of graveyard 


Bonus System 


After each mission, you receive a rating based on the number of intelligence items you locate, 
Depending on your rating, you get a bonus for your health, accuracy, damage, armor, amrmunition, 
and stealth. The health bonus increases your maximum number of hit points; the accuracy bonus 
reduces the spread of your shots; fhe damage bonus increases the amount of damage done with | 
your weapons; the armor bonus increases the amount of armor you have: the amrmnunition bonus 
increases the amount of ammunition you can carry with each weapon; and the stealth bonus 
reduces the amount of sound you make when moving. The bonuses are as follows: 


Misfortune in Morocco 


Berlin Dy Night 
Unexpected Turbulence 


Rendezvous in Hamburg 


Pe} 


Super Spy 


Rating 

Spy 
Master Spy 
Super Spy 
Spy 

Master Spy 
Super Spy 
Spy 

Master Spy 
Super Spy 
Master Spy 
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Bonus 
Damage 
Accuracy 
Armar 
Stealth 
Damage 
Ammo 
Ammo 
Accuracy 
Damage 
Health 
Armor 


Intelligence Items and Bonus System 


‚ Mission Rating Bonus 
WA Tenuous Lead Spy _ Armor ° 
| Master Spy Stealth 
Super Spy Ammo 
The Dive ì spy Accuracy 
= zi Master Spy Damage 
pe Super Spy Ammo 
[A Man of Influence Master Spy Stealth 
| Super Spy _Armor IR Ee 


5 Spy Stealth | 
| hek 15 Master Spy Accuracy 
In Super Spy Ammo 6 

ue Attempt Spy Stealth — 


Master Spy 


Super Spy Accuracy 
‘Trouble in the Tropics Master Spy Stealth 
Super Spy Accuracy 


Accuracy 
Master Spy Ammo 
f R Super Spy Armor 
| Alpine Intrigue Spy Stealth 
Master Spy Accuracy 
i Super Spy Ammo 
The Indomitable Cate Archer Spy Damage 
N Master Spy Stealth 
Super Spy Damage 
|A Very Large Explosion Spy Ammo 
Master Spy Accuracy 
Ln Super Spy Damage | 
| Such is the Nature of Revenge Spy Damage 
di Master Spy Accuracy ai 
Super Spy Armor 


primagames.com 


gondolas in, 129, 132, 137 


, meeting contact in, 132 
Accessories for weapons and ammunition, 


descriptions of, 13 minefield in, 136 
Acid gas, 15 reloading in, 134 
learning about, 104 scene | of, 127-129 
for undetected kills, 23 Scene 2 of, 129-131 
using. 108 Scene 3 of, 132-134 
Advanced Field Tactics orea of UNITY Scene 4 of, 135-137 
RNN ION POREN, 25 swim to gate in, 133-134 
for Mission 7, 80 


tailing Baroness in, 127-129 


for Mission 8, 90 tips for, 132, 134 


for Mission 10, 113 
Aim high strategy to hit head of enemy. 20 


Arnmunition 


conserved using short bursts, 21 


Alm low strategy to have larger target on descriptions of, 12-13 


enemy, 21 
her, Cat 
AK-47 assault rifie, 10 Archer, Cate 
assignment against H.A.R.M. for, 24-26 
Scope for, 134 d g 


background of, 2, 4 
used by Volkov, 150 bli 


using, 64-65, 110, 133, 248 
Alpine Intrigue (Mission 12), 127-137 


code name of Foxhunt in Mission 10 for, 113 
on rocket to space station, 121 

Armstrong. Magnus 
ambush in chateau by, 139-140 


approach to chateau in, 129-137 
avoiding camera in, 130 


barracks in, 129-130 argument with Inge aboard ship o 


Briefing for, 127 attack aboard plane by, 51-52 


electrified fence in, 135-136 
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Index 


Cate Archer released after defeating, contact in STASI facility in, 45 
140-141 

je description of, 6-7, 54 gene 

getting intelligence items in, 48-49 


Dr. Schenker pursued and kidnapped by, 
49-50 guard towers in, 43-44 


envelope on back shelf in, 42 


order of meeting contacts in, 41 
Scene | of, 41-44 
Scene 2 of, 45-47 
Scene 3 of, 48-49 


at Dumas Industrial Enterprises, 86 


in submarine with Inge, 76-77 


secret entrance to lab in, 47-48 
tip for, 45 


Bacalov Corrector pistol, 12 


using. 132, 136 


Bod guys, descriptions of, 6-7 Body armor, 19 


Barrette lockpick, 16 using, 30 
| learning about, 26 Body fade option for enemies, 16 


using, 43, 60, 64, 85, 91, 139 Body remover powder, 16 
E Braun Prnm Parabellum pistol, 9, 13 


Barrette poison capsule, 16 
learning about, 26 Briefcase, UNITY modified, 12 


for undetected kills, 23 Bruno. See Lawrie, Bruno 


Bosic Field Tactics course. 25 Burst fire technique to shoot short rounds, 21 


felt buckle/zipcord, 18 
learning about, 71 5 


using. 74, 94-95, 117, 136, 142 Camera 


Berin by Night (Mission 2), 40-49 avoiding, 42, 48, 55, 61, 63. 81-82, 84, 91, %, 98, 
100, 107, 108, 113-114, 130, 138 


activating bombs in, 45-46 
choosing moment of detection by, 101 


bribing guard in, 41 
Briefing for, 40-41 


disguised as sunglasses, 40, 47, 83, 85, B7, 159 


reactivating enemy'’s, 83 
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dige ere 


sochin camera disaber to circumvent, 104 


security, learning about, 41 
Camera disabler, 19 
learning about, 104 
Chemicals stolen by H.A.R.M. 
Cate Archer photographing barrels of, 67 
transported to Hamburg on freighter, 54 
Cigarette lighter/welder, 17 
learning about, 60 
using. 67-68, 111. 118 
Code breaker device, 19 
learning about, #0 
using, 100, 102, 110, 112, 114-115, 124, 131 
Coin used as distraction, 16 
Combat strategy. 20-22 
air high, 20 
aim low, 21 
burst fire, 21 
reload, 21-22 
Cover, being observant to avoid blowing, 23 


Crossbow used by Elite Guard, 148. See also 
Sportsman EX crossbow 


Crouching stealth strategy. value of, 22 
Cyanide-tipped rounds, 13 
using, 151 


Dart in Cate Archer's neck 
in Das Einsame Valkyrie club in Hamburg, 5ô | 
forrnula in, 140 


Das Einsamme Valkyrie club, meeting with Tom 
Goodman at, 55-56 


Deathmatch multiplayer game, 156-158 
aiming for torso of body in, 156 
bursts of shots in, 156 
reloading in, 156 
strafing in, 156-157 
tips for, 157 

Dive, The (Mission 6), 71-79 
Armstrong and Inge in submarine in, 76-77 
avoiding enemy spear guns in, 78 
Briefing for, 71 
captain's quarters having log in, 7/8 
entering ships wreck in, 77 
fall into beer vat in, 76 
film in room at end of hotel hall in, 73 
getting intelligence items in, /3 
leaving hotel in, 72-76 
leaving shipwreck in, 78-79 


meeting Goodman in, 72, /é 


© RE 


recovering captain'’s log and shipping 
manifest in, 72, 77-18 


reloading in, 74, 79 


rooftop to access hotel attic and air ducts 
in, 75-76 


scene | of, /2-/4 
Scene 2 of, 74-76 
Scene 3 of, 76-79 
sharks in cargo hold in, 77 
tips for, 7/3, 7/9 
| \Durn-dum bullets, 13 
| Dumas, Archibald (Baron) 
chemical plant owned by, 84 
death of, 149 
description of, / 
entering office of, 101-103 
hunting questions directed to, 89 
interview with, 87-89 
safe of, 89 
scheduling meeting with, 80-83 
Dumas, Felicity (Baroness) 
bodyguard accompanying, 127-129 
Cate Archer's first meeting with, 88 
| chateau of, 129, 146 
| childhood of, 104 
death of, 153 


description of, 7 
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Index 


final confrontation with, 151-153 
lair of, 145 
safe containing list of, 140, 145 
shopping trip of, 127-128 
ties with H.A.R.M. of, 104, 127, 140 
UNITY spy tailing, 127 

Duras Industrial Enterprises 


access from construction site next 
door to, #0 


Cate Archer gathering evidence of 
links with H.A.R.M. of, 80-87 


lead to, 80 


E 


Elite Guard, 146-148 


3 


Firearms, descriptions of, 8-12. See also 
Weapons 


Firing range, Cate Archer's training on, 26, 40 
Flashlight, turning on. 25 


Foxhound code name for UNITY in 
Mission 10, 113 


Foaxhunt code name for Cate Archer in 
Mission 10, 113 


Full metal jacket (FMJ) rounds of 
ammunition, 12 


© 
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Gadgets, descriptions of, 14-19, See also Hamburg, Dr. Schenker's chemicals transported 
individual gadgets by freighter to, 54 
Geldmacher SVD sniper rifle, 11 Hampton Carbine rifle, 9 
used by Elite Guard, 148 features of, 26 
using. 116 with silencer for undetected kills, 23, 61 
Good guys, descriptions of, 4-5 using, 66 
Goodman, Tom Hampton MPL @mm SMG, 9 
alias, 155 H.A.R.M, organization 
| as Cate Archer's new partner in Mission 4, 54 facility for test firing rocket engines of, 118 
death of, 103-104, 153, 155 list of demands from, 80 
description of. 5 retaliation for rescue of Dr. Schenker of, 113 
distractions provided by, 81, 84, 90 space station of, 121-126 
final encounter with, 153-155 Volkov as head of, 24 


meeting at Das Einsame Valkyrie with, 55-56 H.A.R.M. vs. UNITY multiplayer game, 158-159 


ship blown up by, 72 Head, shooting for enemy's, 20 
Gordon $mm SMG, 11 High-explosive rounds, 13 
using. 14ô Human bombs implanted in people for 
H.A.R.M., 50, 113 


Grand Caravan Hotel, 30-32 


Bruno shot in, 31 in Baron Dumas, 149 


in Baroness Dumas, 151, 153 
in Cate Archer, 57, 140-145 


Volkov’s plan to blow up, 31-32 


obtaining antidote for, 120-126 
obtaining list of people having, 138-145 


indomitable Cate Archer, Superspy, The (Mission 
13). 138-145 


activating elevator in, 139 
avoiding camera in, 138 

Cate Archer's infection in, 140-143 
disappearing bridge in, 144-145 
fight with Arrnstrong in. 140 
getting antidote in, 143 
helicopter to escape in, 145 
Scene 1 of, 138-140 

scene 2 of, 140-141 

Scene 3 of, 142-143 

Scene 4 of, 143-145 


secret base accessed using elevator in, 
141-143 


shark in, 145 
staircase in chateau in. 138 
swim to elevator for Baroness’s lair in, 145 
train station in, 144-145 
Infrared feature of sunglasses 
learning about, #0 
using. 102-103 
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Index 
J 


Jones 
Cate Archer's assignments by, 24, 40, 54, 104 
description of, 5 
phone call from Bremen to, 60 
phone call from chateau to, 151 


phone call from Dumas Industrial 
Enterprises to, 87 


L 


Laser gun, 11 
obtaining. 123 
Lawrie, Bruno 
as Cate Archer's mentor in Morocco, 24-31 
death of, 31, 155 
description of, 4 
Smith and Jones's evidence against, 40 
Lighter gadget, 40 
using, 47, 55, 81 
Lipstick impact bombs, 14 
learning about, 40, 41 
Lipstick proximity explosives, 14 
Lipstick tired explosives, 14 
Low Earth Orbit (Mission 11), 122-126 


escape pods in, 125-126 


© 


oet antidote in, 126 


hydroponics room in, 125 

ID card to remove barrier in, 122-123 
scene 1 of, 122-125 

scene 2 of, 125-126 

secret labs in, 125-126 

tip for, 126 

zero-gravity chamber in, 123 


M79 grenade launcher, 11 
Man of Influence, A (Mission 7), 80-89 


activating pens to open and close secret 
passageway in, 82, 83 


avoiding and disabling cameras 
in, 81-82, 84-87 


Briefing for, 80 

entering Dumas's office in, 82-83 

getting hidden glass case in, 83 

getting interview with Baron Dumas in, 87-88 
getting roll of filrn in, 83 

Goodman providing distractions in, 81, 84 
hiding behind crates in, 86 


jumping across flatcar in, 86 


learning about Baron Dumas's safe in, 89 


© 
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list of H.A.R.M.s demands in, 80 
photographs taken in, 83, 85, 87 


pulling switch on roof to drop window 
bars in, 83 


reactivating cameras in, 83 
receptionist’s drink spiked in, 81 
saving game during. 89 

scene | of, 81-83 

scene 2 of, 84-87 

scene 3 of, 88-89 

scheduling meeting with Dumas in, 83 
starting wastebasket fire in, 81 

tips for, 81, 82, 86, 89 


Mine detector feature of sunglasses, learning 
about, 113 


Misfortune in Morocco (Mission 1), 24-39 
ammunition for, 27 
Briefing for, 24-26 
Bruno shot by Volkov in, 31 
documents in, 27 
envelope under bench in, 31 
getting „38 revolver in, 29 
getting intelligence items in, 27-31, 33-37, 39 | 
Grand Caravan Hotel in, 30-32 


hostage rescue and bomb deactivation 
in. 32 
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hotel in, 27-28 

number of enemies in, 26, 28 
letter in, 27 

monkey in, 29, 34 

Munroe shot by Volkov in, 36 
reloading in, 27 

Scene | of, 26-28 

scene 2 of, 29-32 

Scene 3 of, 33-36 

Scene 4 of, 36-39 

swimming in watery area in, 35 
tips for, 34, 38, 39 

[2 UNITY cases in, 27, 30, 37 


„Mission rating, finding intelligence items to 
T__boost. 25 


Mission walkthrough 

s Alpine Intrigue (Mission 12), 127-137 
Berlin by Night (Mission 2), 40-49 
Dive, The (Mission 6), 71-79 


Indomitable Cate Archer, Superspy, The 
(Mission 13), 138-145 


Low Earth Orbit (Mission 11), 122-126 
Man of Influence, A (Mission 7), 80-89 
Misfortune in Morocco (Mission 1), 24-39 


Index 


Safecracker (Mission 8), 90-103 


Such Is the Mature of Revenge 
(Mission 15), 151-155 


Tenuous Lead, A (Mission 5), 60-70 
Trouble in the Tropics (Mission 10). 113-121 
Unexpected Turbulence (Mission 3), 50-53 
Very Big Explosion, A (Mission 14), 146-150 
Missions, multiple paths possible for, 3 
Morris Model 14 spear gun, 10 
learning about, 71 
for undetected kills, 23 
using, 119 


Mouse to spin 180 degrees in multiplayer 
games, 157 


Multiplayer games, 156-159 
Deathmatch, 156-158 
H.A.R.M. vs. UNITY, 158-159 
team, 158 

Munroe, Ambassador 
Mission 1 to protect, 24-39 
Volkov as shooting, 36 


No One Lives Forever 


Rescue Attempt (Mission 9), 104-112 accessories for weapons and ammunition, 13 


Rendezvous in Hamburg (Mission 4), 54-59 ammunition of, 12-13 
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PATAT 


bad guys of, 6-7 Poison capsule in barrette, 16 


gadgets of, 14-19 Poison gas in Baroness Dumas's secret base, 142 
good guys of, 4-5 | 
multiplayer games of, 156-159 R 

strategies for, 20-23 Regal Finale lily on agent's body, 24 

walkthrough of, 24-155 Reload strategy to reload weapon frequently 


when enemies are not present, 21-22 
weapons of, 8-12 


Rendezvous in Hamburg (Mission 4), 54-59 
© avolding camera detection at club in, 55 
barge to leave club's dock in, 59 


Obstacle course to learn about searchlights 
and security cameras, 4] Briefing for, 54-55 


Offensive gadgets, 14-15 contact in, 58-59 
dart in Cate Archer's neck in, 56 


Pp Das Einsame Valkyrie club, meeting with 
Perfume, acid Tom Goodman at, 55-56 
learning about, 104 getting envelope in, 56 


etting intelligence items in, 57 
using, 108 9 9 d 
„e P H.A.R.M. crates in, 58 
Perfume atomizer containing sedative 


learning about, 55 manager's office in, 55-56 


using. 82 reloading in, 57 


restrooms in, 56-57 
Petri 38 Airweight revolver, B estrooms in, 56-5 


using. 154, 155 Scene | of, 55-56 
Phosphorus ammunition. 13 scene 2 of, 57-59 
tip for, 59 


Elite Guard using. 148 
using, 38, 146 


wine cellar in, 57 


FRescue Attempt (Mission 9), 104-112 


assistant conductor in, 106 
avoiding camera in, 107, 108 
boarded-up tunnel in, 107 
Briefing for, 104 

caboose in, 106-107 


concrete slabs to avoid electrical 
bolts in. 112 


conductor in, 105 

contact in, 105-106 

getting intelligence items in, 11 
getting UNITY case in, 110 
grenade launcher in, 109-110 
hidden enemy base in, 107 
opening door in rock in, 110 
riding motorcycle in, 108-110 
scene Ì of, 105-106 

scene 2 of, 107-110 

scene 3 of, 110-112 

secret laboratory in, 110-112 
shooting down helicopter in, 109 
tips for, 107, 109, 112 


train with unscheduled stops in, 104-107 


Robotic poodle, 18 


learning about, 80 
using, 84 


primagames.com 


Index 


Rocket to space station to obtain antidote to 


human bombs, 120-126 


Safecracker (Mission 8), 90-103 


activating forklift in, 91 
avoiding camera in, 91, 96, 98, 100 
Briefing for, 90 


crane used to cross from construction site 
in. 24-96 


detection by camera in, 101 

Duras Industrial Enterprises entered in, 90-96 
encounter with Inge in, 93 

entering Baron Dumas s office in, 101-103 
getting intelligence items in, 98 

getting over fence in, $1-92 


numeric keypad in Baron Dumas'’s office 
used ion, 102 


reloading in, 1 
scene | of, 90-93 
scene 2 of, 93 
Scene 3 of, 94-96 
Scene 4 of, 96-98 
scene 5 of, 98-100 
Scene é of, 100-103 


security office entered to use elevator 
controls in, $&-100 


© 
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tips 4 91, 98, 99, 101, 102 

Tom Goodman captured in, 103 
turning off alarm in, 101 

window washer’s lift used in, 97 


Santa's Workshop in UNITY headquarters, 


gadgets obtained from. 26, 54-55, 60 


Schenker, Otto 


description of, 5 

as following Cate Archer out of lab, 49 
kidnapped by Scotsman, 50 

Mission 2 to help in defection of, 40-49 


Mission ® to attempt rescue from train 
of, 104-112 


research of, 50, 54 
secret lab of, 47-48 


time bombs from living organisms 
developed by, 50 


Scopes for weapons, 13 
Scotsman. See Armstrong. Magnus 
SCUBA gear 18 


learning about, /1 


Searchlights 


avoiding detection by, 133, 141 
learning about, 41 
at STASI facility, 44 
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shepherd Arms P38 ?mrn pistol, 8, 13 
with silencer for undetected kills, 23 
shilling, England, H.A.R.M. attack in, 113 


short bursts of rounds to conserve 
amrmunition, 21 


Silence, stealth strategies for maintaining, 22-23 


Silencer for Braun 9rnm Parabellum and 
Shepherd Arms P38 pistal, 13 


Silent weapons used for undetected kills, 23 


Sleeping gas, 15 

Smith 
apology to Cate Archer by, 153 
break in case described by, 104 


Cate Archer's assignments by, 24-25, 40, 54 


description of, 5 
final encounter with, 155 
sniping in multiplayer games, 159 
snowmobile 
learning about, 127 
using. 135 
Space station, H.A.R.M., 120-126 
Chartreuse Sector in, 124 
Goldenrad Sector in, 122, 124 
meteor shower hitting, 124-125 
Periwinkle Sector in, 124 
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Raspberry Sector in, 123, 124 
Spear gun. See Morris Model 14 spear gun 
“Sportsman EX crossbow, 10 

learning about, 26 
\ for undetected kills, 23, 91-92, 96, 100 


Spy glasses as camera, infrared detector and 
mine detector, 1/7. See also Sunglasses 
with camera 


STASI facility in Berlin (Mission 2), 41-49 


| 
| cameras and searchlights of, 42-44 
Stealth strategy, 22-23 
be observant, 23 
ecrouching, 22 
use silent weapons, 23 
walk, don’t run, 22 
| pre in multiplayer games, 156-157 
trategies, 20-23 
combat, 20-22 
stealth, 22-23 
Stun gas, 15 
learning about, 80 
using. 82, 85 
Such Is the Nature of Revenge 
(Mission 15), 151-155 


evacuating people around chateau 
in, 151-153 


getting UNITY armmunition case in, 151, 154 
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poison antidote in, 154 

reloading in, 154 

scene 1 of, 151-153 

scene 2 of, 153-155 
sunglasses with camera 

Infrared feature of, 90, 102-103 

learning about, 40, 90, 113 


mine detector feature of, 113 


using, 47, 83, 85, 87, 159 


super atomic laser weapon, 12 


T 


Team multiplayer games, 158-159 | 
Tenuous Lead, A (Mission 5), 40-70 | 


avoiding camera in. 61, 63 | 


Bremen docks, phetographing manifest, 
captain’s log, and barrels on freighter 
at, 60, 67 


Briefing for, 60 

crane killing guards in, é4 

escaping cargo hold in, 67-68 
exploding valve and steam jets in, 61-43 
explosive timers set in, 63-64 

getting intelligence items in, 62 

ladder in, 62 


meeting Goodman in, 63, 65 
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radio tracking device in ship activated in, 70 Scene 1 of, 113-115 
riding boxcar to ship in, 6 Scene 2 of, 115-117 
scene | of, 60-63 | Scene 3 of, 117-119 HI 
Scene 2 of, 63-65 N Scene 4 of, 119-121 (E 
scene 3 of, 65-66 | Ì in supply submarine in, 113-114 | E 
Scene d of, 67-68 é swimming through launch facility in, 117-118 | 
Scene of. 68-70 é tips for. 117, 120 | 
sneaking aboard ship in. 65-6ó-” 
swimming from exploding ship in. 68-70 U | 
tips for. 61, éd, 65 4 _ Unexpected Turbulence (Mission 3), 50-59 

Thief tools, 16-19 v/ , airplane invasion by Scotsman in, 50-51 

Torso, aiming for enemwy’'s, 21 Dr. Schenker kidnapped in, 50 

Trouble in the Tropics (Mission 10), 113-121 getting intelligence iterns in, 50, 52 
avoiding camera in, 113-114 parachute for Cate Archer in, 52-53 
Briefing for. 113 reloading in, 53 
code name of Foxhunt in, 113 Scene | of, 50-51 
crossing bridge in, 116 Scene 2 of, 52 
disquise used in, 119 scene 3 of, 53 
getting list and antidote for human bombs UNITY 

in, 117-121 


background of, 2 


getting to la facilities In, | 
getiing to launch faci, Feel 1/7 briefing room, headquarters, and training 


preventing successful rocket launch by rooms of, 24-25, 40-41 


senin adlocks in, 4 1 í Ek 
opening POcochs Ter 18 code name of Foxhound in Mission 10 for, 1138 
rocket to space station where antidote ls ee, 
made in. 120-121 elimination of agents of, 24 


traitor in, 40 
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troops to assist Cate Archer at chateau 
from, 14ô 


Use silent weapons stealth strategy for 
undetected kills, 23 


ry Big Explosion, A (Mission 14), 146-150 
avoiding icicle in, 150 


cave swallowing Cate Archer and 
Volkov in, 149 


confrontation with Volkov in, 149-150 
fireplace opened in, 147 
gondola for escape in, 148-149 
s helicopters in, 147-149 
Elite Guard in, 146-148 
hidden door opened with picture in, 147 
Scene | of, 146-148 
Scene 2 of, 148-150 
tips for, 146, 147, 149 
UNITY troops to assist Cate Archer in, 146 
Wolkov, Drnitrij 
Bruna shot by, 31 
Cate Archer's confrontation with, 149-150 
description of, & 
house of, 38-39 
Morocco mission to defeat, 24-39 
swallowed in ice cave, 150 


Tom Goodman shot by, 103-104 
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w 
Wagner, Inge 

argument with Armstrong aboard ship of, 68 

at Das Einsame Valkyrie club, 55 

description of, ê 

killed by Cate Archer, #3 

links with H.A.R.M. of, 58-60 

in submarine with Armstrong, 76-17 


Walk, dan't run to approach enemy in 
silence, 22 


Walkthrough, 24-155. See also Mission 
walkthrough 


Weapons. See also individual weapons 
descriptions of, 8-12 
for multiplayer games, 157 
testing, 26 

Welder in cigarette lighter. 67, 68, 111. 118 


Zip cord in belt buckle, 18 
learning about, 71 
using. 74, 94-95, 117, 136, 142 


Earn do Talents [Psionic weapons] Take € on up to ‘B hars in 0 
such as Eyes of Ra, Fireball and Mummy's Multiplayer levels 
Revenge to destroy your opponent 


In the near future, Psionics are among us. Their evil thoughts 
disrupt and eventually corrupt even the strongest of minds. 
One man, Agent Cain, risks his own sanity to save ours. Bul, 
Cain ts about to learn the ultimate lesson. that evil's relative 
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